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Next P-oject 




(comments to Steve) 



ZORK ZERO 



Fantasy 

probably 5ZIP Est. 

As the name implies* a prequel to the Zork trilogy. 

Great Underground Empire* beginning at the time of its collapse (383 GUE)> 

continuing throjgh 943 (the year of the Zork trilogy). It would certainl 

’’west of a white house." There'd be some story, about as much as the Ench 

games, but for the most part it would be an intensely puzzle-oriented game 

a huge geography. Jt would be great to r e -assemble the Original Imoleme 

for a design session. 

«- ~* 



Standard Leve 
Dev. Time: 10-12 month 
It would be set in thi 
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Original Implementor 



MINUTE MYSTERIES 

Mystery Standard Level (or mixed! 
EZIP Est. Dev. Time: 12 month; 
Four mini-mysteries, each set in the same locale, but during different period; 
of time: one during the 1 9 1 0 ' s , one during WWII, one during the present, ant 
one at some point in the next century. For the location, I'm leaning to wart 
a small cruise ship. (Naturally, I would have to soend several wee<s on c r u i s < 
shios doing research). Some ideas for the individual mysteries: In one of them, 
it turns out that you were actually the killer, but are suffering from amnesi; 
because of a blow received during a struggle with the victim -- you first thin! 
that the blow was inflicted by the murderer! In another, you would be the desc- 
endant of a character in one of the previous stories, attempting to prove thi 
innocence of your relative, and getting mixed uo in a new murder, and having t < 
solve both. The last story, set in the future, would have some sci-fi elements, 



INTERACTIVE 3I3LE 

Humor Standard Leve 
EZI P Est. Dev. Time: 10 month 
Imagine the ad campaign: ’Have you always thought that God screwed it up? Tr 
it yourself!" or more simply "Play The Book." It would be a short story forma 
along the lines of Wordplay. The stories would include: Creation, The Garden o 
Eden, Noah and the Flood, Moses and the Exodus from Egypt, and Revelations (th 
last section). The hignlight: a story in which you experience the most contro 
versial concept ever attempted by interactive fiction: olaying the character o 
Jesus Christ. The text would all be in shalts and be gats and haths and sayeths 
Part o f my ongoing effort to offend every person in the universe. — 



BLAZING PARSERS 

Humor Standard Leve 

ZIP Est. Dev. Time: 8 month 

The western comedy that Jerry started. A lot of the basic design and a littl 
bit of the implementation is already done. If you don't recall, the basic stor 
line is a spaghetti western with all the usual characters and situations, an 
the basic gag is that there are several parsers with different personalitie 
and degrees of competency that are constantly wandering "in" and "out" of th 
game. Another gag revolves around Mr. Smith, who can imitate nearly anything 
"There is a bowling ball here." TAKE BOWLING BALL. "Oops! It's only Mr. Smith 
doing his famous bowling ball imitation." Or... "President Rutherford 3. Haye 
is at the bar." PRESIDENT HAYES, HOWDY. "As you begin speaking, you realiz 
' A President Rutherford B. Hayes after all, but merely Mr. Smith 

President Rutherford Hayes imitation." A laugh riot 
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SJPER-HERQ LEAGUE OF AMERICA 



Fantasy? Comedy? Standard Leva 

EZIP Est. Dev. Tima: 10 month 

When Marvel Comics asked if we'd be interested in a collaboration I though 
Steve old buddy old pal, you could think up alot more interesting and weird an 
and fun suoerheroes than those worn out boring Marvel Comics superheroes. Sue 
as Farm Stand Man* who can turn himself into any vegetable beginning with 
vowel. Or Madmoiselle Mozzarella* who can tell the toppings on any pizza befor 
the box is even opened! I see this as a Hitchhiker 's/Rashomon type game i 
which you can play your choice of any of half-a-dozen supei — heroes. The stor 
would be slightly different depending on which one you chose. If you elected t 
portray Annelid Man Cable to communicate with any member of the worm family) 
you wouldn't command as muen respect as Doctor Asphalt (able to devour entire 
eight-lane highways)* and the other super-heroes wouldn't obey you as readily 
Potential for lots of interesting puzzles. Possible RPG element s. 



"THE VIABLE IDEA 1 ’ 

Experimental Standard Level Cor mixed 

ZIP or EZIP Est. Dev. Time: 6 month 

An idea I originally came up with as a way to produce a game in much less tim 
than could normally be expected* but which I think is an interesting idea eve 
witnout that need. Basically* one person (the Editor) designs a tiny "piece” o 
a game - - a couple of rooms* a few objects with action routines* maybe even 
character. Wooing from this* in complete isolation, Jive (or so) imps woul 
write a small mini-game (a couple of puzzles* ten to t went y rooms) around tha 
original co*e. The Editor would be responsible for integrating the five idea 
together, blending the code, maxing s u e that tiers wasn't any gross repetitio 
in the stories* and, of course, fixing bugs. I think that seeing how differen 
oeoole went in different directions from the same starting point would make fo 
an interesting interactive fiction experience. 



TITANIC 

TQA?Docu-d~ama? Standard Level Cor mixed 
EZIP Est. Dev. Time: 10-12 month 
It was one of the most dramatic moments in history. The world's largest, mos 
luxurious* most technically advanced ocean liner, carrying many of the w o ~ 1 d ' 
richest and most famous people, was nearing the end of it's maiden voyage. A 
11 : 40 p.m. on April 14, 1912 an iceberg sideswioed the huge ship, leaving 3 30 
foot underwater gash. Less than three hours later the "unsinkable" Titanic wa 
gone, taking 1500 people with her. The events of that night are well-r ecount e 
in several ooo< s • 

You are a oassengen on the Titanic* travelling in Third Class to disguise th 
importance of your mission: transporting a MacSuffin from London to New York 
As the ship opens and you feel a long, drawn out shudder pass tnrough the ship 
you must begin the process of escaping the restricted Third Class section 
retrieving the MacOuffin from the purser's safe amidst the confusion, an 
surviving the sinking to complete your delivery assignment. The actual event 

of those 16) minutes between iceberg and sink in o ffpnlui — arrup aroun_d — you 1 — s-e 

this as a game of split-second timing, /Th a t would require multiply playing t 
optimize your turns in order to solve all the puzzles in the shortest possibl 
time. . 3ut you could also ignore all the puzzles and simply wander around th 
shio as a "tourist," taking in the sights of this amazing event. 
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THE BEST OF STEVO 



Mixed genre Standard Level (or mixed! 
EZIP Est. Dev. Time: 12 months 
A collection of "short stories*" many or all of u/hich would be designed to p 1 a ) 
in one sitting of approximately an hour or two. I envision around ten stories 
on the disk. They would have little or no connection to each other. The manua! 
would contain a table of contents so that you could enter any story you w a n t e < 
by typing in a word or number at the beginning. The stories would prooably b< 
from several different genres. Tnis would be a good chance to try a lot o' 
interesting ideas which are too experimental to risk a whole product on, or an 
just too small to become a full story. There could be some new genres* s o m « 
completely ouzzleless stories, a story with reolayability. A story or two coul; 
be longer, to wean beginners into accepting multi-hour interactive fictios 
efforts. Tne reaction to Jeff's short story format will certainly have ai 
impact • 

Some problems with the idea: is it just too disjoint? Is there anyway to t i < 
the stories together? (One thought for tying the stories together: there are I 
siblings, and each brother/sister appears in one of the stories as a character 
they could make cross references to the sibling in the other stories.) Wha - 
wouLd the oackage be like? dhat would the program be called? Would it turn of 
our hard-core fans? 



Any pending "marketing-driven" concepts? (e.g. Doctor Who, collaborations) 



Any "new technologies" to consider? (e.g. sound, X Z I p features) 
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ZORK ZERO 




fantasy Standard Level 
prooablyEZIP Est. Dev* Time; 10-12 months 
As the name implies* a prequel to the Zork trilogy. It would be set in the 
Great Underground Empire* beginning at the time of its collapse (983 G U E ) , and 
continuing through 948 (the year of the Zork trilogy). It would certainly end 
’’west of a white house. " Tnere'd be some story* about as much as the Enchanter 
games* but for the most part it would be an intensely puzzle-oriented game with 
a huge geography. It would be great to re-assemble the Original Implementors 
for a design session • 



MINUTE MYSTERIES 

Mystery Standard Level (or mixed) 
£ZIP Est. Dev. Time: 12 months 
Four mini-myst er ie s * each set in the same locale* but during different periods 
of time; one during the 1910's* one during W W 1 1 , one during the present* and 
one at some point in the next century. For the location* I'm leaning toward 
a small cruise ship. (Naturally* I would have to spend several weexs on cruise 
shios doing research). Some ideas for the individual mysteries: In one of tnem* 
it turns out tnat you were actually the killer* but are suffering from amnesia 
because of a blow received during a struggle with the victim — you first think 
that the blow W3S inflicted by the murderer! In another, you would oe the desc- 
endant of a character in one of the previous stories, attempting to prove the 
innocence of your relative* and getting mixed no in a new murder* and having to 
solve both. The last story* set in the future* would have some sci-fi elements. 



INTERACTIVE 3I3LE 

Humor Standard Level 
EZIP Est. Dev. Time: ID months 
Imagine tne ad camoaign: ’Have you always thought that God screwed it up? Try 
it yourself!*’ or more simply ’’Play The Book.” It would be a short story format 
along the lines of Wordplay. The stories would include: Creation, The Garden of 
Eden, Noah and the Flood, Moses and the Exodus from Egypt, and Revelations (the 
last section). The highlight: a story in which you experience the most contro- 
versial concept ever attempted by interactive fiction: playing the character of 
Jesus Christ. The text would all be in shalts and begats and haths and sayeths. 
Part of my ongoing effort to offend every person in the universe. 



BLAZING PARSERS 

Humor Standard Level 
Zl° Est. Dev. Time: 3 months 
The western comedy that Jerry started. A lot of the basic design 3 nd a little 
bit of the implementation is already done. If you don't recall* the basic story 
line is a spaghetti western with all tne usual characters and situations* and 
the basic gag is that there are several parsers with different personalities 
and degrees of competency tnat 3re constantly wandering "in" and "out” of the 
game. Another gag revolves around Mr. Smith* who can imitate nearly anything: 
’’There is a bowling ball here.” TAKE BOWLING BALL. "Oops! It's only Mr. Smith, 
doing his famous bowling ball imitation.” Or... ” President Rutherford 3. Mayes 
is at the bar.” PRESIDENT MAYES* MOWOY. "As you begin speaking* you realize 
that it isn't President Rutherford B. Hayes after all, but merely Mr. Smith* 
doing his totally awesome President Rutherford Mayes imitation.” A laugh riot. 
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SJPER-HER3 LEAGUE OF AMERICA 

Fantasy? Comedy? Standard Lev 

EZIR Est. Dev. Time: 10 mont 

H h e n Marvel Comics as'<ed if we'd oe interested in a collaboration I thong 
Steve old buddy old pal, you could think up alot more interesting and weird a 
and fun suoerheroes than those worn out boring Marvel Comics superheroes. Su 
as Fa<~m Stand Man* u/ho can turn himself into any vegetable beginning with 
vowel. Or Madmoiselle Mozzarella* who can tell the toppings on any pizza befo 
the box is even opened! I see this as a Hit c hhik er 's /R ashomon type game 
which you can play your choice of any of half-a-dozen su p e r- he r o e s . The sto 
would be slightly different depending on which one you chose. If you elected 
portray Annelid Man (able to communicate with any member of the worm family 
you wouldn't command as much respect as Doctor Asphalt (able to devour entir 
eight-lane highways)* and the other super-heroes wouldn't obey you as readil 
Potential for lots of interesting puzzle ^ P ossible RPG elements. ^ 
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11 THE VIA3LE IDEA" 

Experimental Standard Level (or mixe 

ZIP or EZIP Est. Dev. Time: 6 mont 

An idea I originally came uo with as a way to produce a game in much less ti 
than could normally be expected* but which I think is an interesting idea ev 
without that need. Basically* one person (the Editor) designs a tiny "piece" 
a game -- a couole of rooms* a few objects with action routines* maybe even 
character. Worxing from this* in complete isolation* five (or so) imps wou 
write a small mini-game (a couple of puzzles* ten to twenty rooms) around th 
original co^e. The Editor would be responsible for integrating the five ide 
together, blending the code, making sure that tnere wasn't any gross repetiti 
in the stories* and, of course* fixing bugs. I think that seeing how differe 
people went in different directions from the same starting point would make f 
an interesting interactive fiction experience. 



TITANIC 

TQA?Docu-d~ama? Standard Level (or mixe 

EZIP Est. Dev. Time: 10-12 mont 

It was one of the most dramatic moments in history. The world's largest* mo 
luxurious* most technically advanced ocean liner, carrying many of the world 
richest and most famous people* was nearing the end of it's maiden voyage. 
11:40 p.m. on April 14* 1912 an iceberg sideswiped the huge ship, leaving a 3 
foot underwater gash. Less than three hours later the "unsinkable" Titanic w 
gone* taking 1500 people with her. The events of that night are well-recount 
in several books. 

You are a passenger on the Titanic* travelling in Third Class to disguise t 
importance of your mission: transoorting a MacSuffin from London to New Yor 

As the ship opens and you feel a long, drawn out shudder pass through the shi 
you must begin the process of escaping the restricted Third Class sectio 
retrieving the MacGuffin from the purser's safe amidst the confusion, a 
surviving tne sinking to complete you" delivery assignment. The actual even 
of those 163 minutes b ejtuLS-ejn— ire-etyen-g — a.TLd sinking would occur around you. I s 
this as a game of ^^pTlTt- s e c o n d timing, -^that would requir e multiply playi ng 
optimize your turns in orde" to solve all the puzzles in the shortest oossib 
ti. m e. But you could also ignore all the puzzles and simply wander around t 
ship as a "tourist," taking in the sights of this amazing event. 
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"THE VIABLE IDEA" 

Standard Level (or mixed) 
Est. Dev. Time: 6 months 
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TITANIC 



Standard Level (or mixed) 
Est. Dev. Time: 10-12 months 
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IHE 3EST OF STEVD 



Mixed genre Standard Level (or mixsc 
EZI? Est. Dev. Tina: 12 montf 
A collection of "short stories*" m 3 n y or all of which would be designed to p 1 < 
in one sitting of ap pr o x i m a t e 1 y an hour or two. I envision around ten stori* 
on the disk. They would have little or no connection to each other. The manu; 
would contain a table of contents so that you could enter any story you want* 
by typing in a word or number at the beginning. The stories would probably i 
from several different genres. This would be a good chance to try a lot c 
interesting ideas wnich are too exoerimental to risk a whole product on* or ar 
just too small to become a full story. There could be some new genres* sor 
comoletely ouzzleless stories* a story with r e o 1 ay a b i 1 i t y . A story or two couj 
be longer, to wean beginners into accepting multi-hour interactive fictic 
efforts. Toe reaction to Jeff's short story format will certainly have < 
impact. 

Some problems with the ideal is it just too disjoint? Is there anyway to t: 
the stories together? (One thought for tying the stories together: there are 
siblings, and each brot her/ si st er appears in one of the stories as a character 
they could make cross references to the sibling in the other stories.) Wh; 
would the package be like? What would tne program be called? Would it turn o' 
our hard-core fans? 



Any pending "marketing-driven" concents? Ce.g. Doctor Who, collaborations) 



Any "new technologies" to consider? Ce.g. sound, X Z I P features) 
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SUPER-HERD LEAGUE QF AMERICA 

Fantasy?Comedy? Standard Leve. 
j=£ic> Est. Dev. Time: 10 month! 
When Marvel Comics asked if we'd be interested in a collaboration I though' 
Steve old buddy old pal, you could think up slot more interesting and weird am 
and fun superheroes than those worn out boring Marvel Comics superheroes. Sucl 
as Farm Stand Man, who can turn himself into any vegetable beginning with > 
vowel. Dr Madmoiselle Mozzarella* wno can tell the toppings on any pizza bef on 
the box is even opened! I see this as a Hitchhiker's/Rashomon type game ii 
which you can play your choice of any of half-a-dozen super-heroes. The stor' 
would be slightly different depending on which one you chose. If you elected t i 
portray Annelid Man Cable to communicate witn any member of the worm family) 
you wouldn't command as much respect as Doctor Asphalt (able to devour entire 
eight-lane highways)* and the other super-heroes wouldn't obey you as readily 
Potential for lots of interesting puzzles. Possible PPG elements. 
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"THE VIA3LE IDEA” 

Experimental Standard Level (or mixed 

lio or EZIP Est. Dev. Time: 6 month 

An idea I originally came up with as a way to produce a game in much less tim 
than could normally be expected* but which I think is an interesting idea eve 
without that need. Basically, one person (the Editor) designs a tiny "piece" o 
a game -- a couple of rooms* a few objects with action routines* maybe even 
character. Working from this, in complete isolation* five (or so) imps woul 
write a small mini- game (a couple of puzzles* ten to twenty rooms) around tha 
original core. The Editor would be responsible for integrating the five idea 
together, blending the code, making sure that there wasn't any gross repetitio 
in the stories* and* of course* fixing bugs. I think that seeing how differen 
people went in different directions from the same starting point would make fo 
an interesting interactive fiction experience. 



TITANIC 

TQA?Docu-drama? Standard Level (or mixed 
!=£IP Est. Dev. Time: 10-12 month 
It was one of the most dramatic moments in history. The world's largest* mos 
luxurious, most technically advanced ocean liner* carrying many of the wo’-ld' 
richest and most famous people* was nearing the end of it's maiden voyage. A 
11:40 p.m. on April 14* 1912 an iceberg sideswioed the huge ship* leaving a 30 
foot underwater gash. Less than three nours later the ,, unsinkable ,, Titanic wa 
gone, taking 1500 people with her. The events of that night are w e 1 1 -r ec o u n t e 
in several books. 

You are a passenger on the Titanic* travelling in Third Class to disguise th 
importance of your mission: transporting a MacGuffin from London to New York 
As the ship opens 3 nd you feel a long* drawn out shudder pass through the ship 
you must begin the process of escaping the restricted Third Class section 
retrieving the MacGuffin from the purser's safe amidst the confusion* an 
surviving the sinking to complete your delivery assignment. The actual event 
of those 1 6 D minutes between iceberg and sinking would occur around you. I se 
this as a game of split-second timing* that would require multiply playing t 
optimize your turns in order to solve all the puzzles in the shortest possibl 
time. 3ut you could also ignore all the puzzles and simply wander around th 
shio as a "tourist,'* taking in the sights of this amazing event. 
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THE BEST DP STEV3 

Mixed genre Standard Level Cor nixed] 
5ZIP Est. Dev. Tine: 12 month* 
A collection of "short stories j " nany or all of m h i c h mould be designed to o 1 a ; 
in one sitting of appr o x in at e 1 y an hour or tujo. I envision around ten stories 
on the disk. Tney mould have little or no connection to each other. The manual 
mould contain a taole of contents so that you could enter any story you m a n t e ' 
by typing in a mord or number at tne beginning. The stories mould probably b < 
from several different genres. Tnis mould be a good chance to try a lot o 
interesting ideas mhich are too experimental to ris< a mhole product on, or an 
just too small to become a full story. There could be some nem genres, somi 
completely ouzzleless stories, a story mith reolayability. A story or tmo c o u 1 ' 
be longer, to mean beginners into accepting multi-hour interactive fictioi 
efforts. Tne reaction to Jeff's short story format miJLl certainly have a i 
impact. 

Some problems mith the idea: is it just too disjoint? Is there anymay to ti< 
the stories together? (One thought for tying the stories together: there are I 
siblings, and each brother/sister appears in one of the stories as a character 
they could make cross references to the sibling in the other stories.) Wha 
mould the package be like? What mould the program be called? Would it turn of 
our* hard-core fans? 
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Standard Level Cor Nixed) 
E s t • Dev* Tine: 12 months 
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Next Project 
comments to Steve) 



ZORK ZERO 



Fantasy Standard Leve 
propaolyEZIP Est. Dev. Tine: 10-12 month 
As the name implies* a prequel to the Zork trilogy. It mould be set in th 
Great Underground Empire* beginning at the time of its collapse (833 GUE)» an 
continuing through 943 (the year of the Zork trilogy). It mould certainly en 
M mest of a i/hite house." Tnere'd be some story, about as much as tne Enchants 
games, put for the most part it mould be an intensely puzzle-oriented game mit 
a hjge geography. It mould be great to re-assemble the Original Implementor 
for a design session. 
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MINJTE MYSTERIES 

Mystery Standard Level (or mixed 
EZI 3 Est. Dev. Time: 12 month 
Four* mini-m/steries, each set in the same locale* but during different period 
of time: one during the 1910's, one during WWII, one during the present* ar 
one at some point in the next century. For the location, I'm leaning tomar 
a small cruise ship. (Naturally, I mould have to spend several mee<s on cruis 
ships doing research). Some ideas for the individual mysteries: In one of then 
it turns out that you mere actually the killer* but are suffering from amnesi 
because of a blom received during a struggle mith the victim -- you first thir 
that the blom mas inflicted by the murderer! In another, you mould be the desc 
endant of a character in one of the previous stories* attempting to prove th 
innocence of your relative* and getting mixed up in a new murder* and having 1 
solve both. The last story, set in the future, mould have some sci-fi elements 



INTERACTIVE 3I3LE 

Humor Standard Leve 
E Z I Est. Dev. Time: ID month 
Imagine the ad campaign: "Have you a 1 m a y s thought that God screwed it up? Tr 
it yourself!" or more simply "Play The Book." It mould be a short story forma 
along the lines of Wordplay. The stories mould include: Creation, The Garden a 
Eden, Noah and the Flood, Moses and the Exodus from Egyot, and Revelations (th 
last section). The highlight: a story in mhich you experience the most contrc 
versial concept ever attempted by interactive fiction: playing the character a 
Jesus Christ. The text mould all be in shalts and begats and haths and sayeths 
°art of my ongoing effort to offend every person in the universe. 



BLAZING PARSERS 

Humor Standard Leva 
ZIP Est. Dev. Time: 3 month 
The western comedy that Jerry started. A lot of the basic design and a littl 
bit of the implementation is already done. If you don't recall, the basic stor 
line is a spaghetti western mith all the usual characters and situations, ar 
the basic gag is that there are several parsers mith different personality 
and degrees of competency that are constantly mandering "in" and "out" of t h 
game. Anotner gag revolves around Mr. Smith, mho can imitate nearly anything 
"There is a bomling ball here." TA<E BOWLING BALL. "Doos! It's only Mr. Smith 
doing his famous bomling ball imitation." Or... "President Rutherford 3. Hays 
is at the bar." PRESIDENT HAYES, HOWDY. "As you begin speaking, you reali: 
that it isn't President Rutherford B. Hayes a f t e ^ all, but merely Mr. Smith 
doing his totally amesome President Rutnerford Hayes imitation." A laugh rioi 
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MINJTE MYSTERIES 

Standard Level (or mixed) 
Est. Dev. Time: 12 months 
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SJPER-HERQ LEAGUE OF AMERICA 

Fantasy? Comedy? Standard Leva 

£21 ? Est. Oevt Tiflei 10 month 

Whan Marvel Comics asxed if we'd oa interastad in a collaboration I though 
Steve old bjddy old pal* yoj could think up a lot more interesting and weird an 
and fun suDarharoas than those worn out boring Marvel Comics superheroes. Sue 
as Farm Stand Man, who can turn himself into any vegetable beginning with 
vowel. Or Madmoiselle Mozzarella, who can tell the toopings on any pizza befor 
the box is even opened! I see this as a Hi t c hh i k ar ' s /R a s homo n type game i 
which you can play your choice of any of half-a-dozen super-heroes. The stor 
would be slightly different depending on which one you chose. If you elected t 
portray Annelid Man (able to communicate with any member of the worm family) 
you wouldn't command as much respect as Doctor Asphalt (able to devour entire 
eight-lane highways), and the other super-heroes wouldn't obey you as readily 
Potential for lots of interesting pjzzles. Possible PPG elements. 




"THE VIA3LE IDEA" 

Exoerimental Standard Level (or mixed 

ZIP or EZI p Est. Dev. Time: 5 month 

An idea I originally came uo with as a way to produce a game in much less tim 
than could normally be expected, but wnich I tnink is an interesting idea eve 
without that need. 9asically, one person (the Editor) designs a tiny "piece" o 
a game — a couple of rooms, a few objects with action routines, maybe even 
character. Working from this, in complete isolation, five (or so) imps woul 
write a small mini-game (a couple of puzzles, ten to twenty rooms) around tha 
original co*e. The Editor would be responsible for integrating the five idea 
together, blending the code, making sure that there wasn't any gross repetitio 
in the stories, and, of course, fixing bugs. I think that seeing how differen 
people went in different directions from the same starting point would make fo 
an interesting interactive fiction experience. 






TITANIC 

TO A? Docu-drama? Standard Level (or mixed 
c 2 1 P Est. Dev. Time: 10-12 month 
It was one of the most dramatic moments in history. The world's largest, mos 
luxurious, most technically advanced ocean liner, carrying many of the world' 
richest and most famous people, was nearing the end of it's maiden voyage. A 
11 : 40 p.m. on April 14, 1912 an iceberg sideswiped the huge ship, leaving a 30 
foot underwater gash. Less than three hours later the "un s ink a b 1 e " Titanic w s 
gone, taking 1500 people with her. The events of that night are well-recounts 
in several ooo< s. 

You are a passenger on the Titanic, travelling in Third Class to disguise th 
importance of your mission: transporting 3 MacGuffin from London to New York 
As the ship opens and you feel a long, drawn out shudder pass through the shic 
you must begin the process of escaping the restricted Third Class sectior 
retrieving the MacGuffin from the purser's safe amidst the confusion, ar 
surviving tne sinxing to complete your delivery assignment. The actual evenl 
of those 163 minutes between iceberg and sinking would occur around you. I s « 
this as a game of split-second timing, that would require multiply playing 1 
optimize yojr turns in order to solve all the ouzzles in the shortest oossib] 
time. 3ut you cojld also ignore all the puzzles and simply wander around tf 
ship as a "tourist,” taking in the sights of this amazing event. 
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THE 3 5 S T OF STEVQ 



Mixed genre Standard Level Cor mixed 

£21? Est. Dev. Time! 12 month 

A collection of "short stories*'* many or all of which would be designed to pla 
in one sitting of approximately an hour or two. I envision around ten storie 
on the disk. They would have little or no connection to each other. The manua 
would contain a table of contents so that you could enter any story you wante 
by typing in a word or number at the beginning. The stories would probably b 
from several different genres. This would be a good chance to try a lot o 
interesting ideas which are too experimental to risk a whole product on* or ar 
just too small to become a full story. There could be some new genres* som 
completely ouzzleless stories* a story with re playability. A story or two coul 
be longer, to wean beginners into accepting multi-hour interactive fictio 
efforts. Toe reaction to Jeff's short story format will certainly have a 
impact. 

Some problems with the idea: is it just too disjoint? Is there anyway to ti 

the stories together? (One thought for tying the stories together: there are 

siblings* and each brother/sister appears in one of the stories as a character 
they could make cross references to the sibling in the other stories.) Wha 
would the package be like? What would the program be called? Would it turn of 
our hard-co^e fans? 



Any pending "marketing-driven" concepts? (e.g. Doctor Who, collaborations) 
Any "new technologies" to consider? Ce.g. sound, XZIP features) 
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Next Project 
(comments to Steve) 



Z OR < Z £ R 3 

Fantasy Standard Leve 
probably EZIP Est» Oev» Tisiei 10-12 month 
As the name implies* a prequel to the Zork trilogy* It mould be set in th 
Great Underground Empire* beginning at the time of its collapse (383 GUE)* an 
continuing through 948 (the year of the Zork trilogy)* It would certainly en 
••west of a white house* '* There 'd be some story* about as much as the Ench3nte 
games* but for the most part it would be an intensely puzzle-oriented game wit 
a huge geography* It would be great to re-assemble the Original Implementor 
for a design session. 



MINUTE MYSTERIES 

Mystery Standard Level (or mixed 
EZIP Est. Dev. Time: 12 month 
Four mini-mysteries * each set in the same locale* but during different period 
of time: one djring the 1 9 1 0 * s * one during W W 1 1 * one during the present* an 
one at some point in the next century. For the location* I'm leaning towar 
a small cruise ship* (Naturally* I would have to spend several wee<s on cruis 
shios doing research). Some ideas for the individual mysteries: In one of them 
it turns out tnat you were actually the killer* but are suffering from amnesi 
because of a blow '•eceived during a struggle with the victim -- you first thin 
that the blow was inflicted by the murderer! In another, you would be the desc 
endant of a character in one of the previous stories* attempting to prove th 
innocence of your relative* and getting mixed up in a new murder* and having t 
solve both. The last story, set in the future* would have some sci-fi elements 



INTERACTIVE 3IBLE 

Humor Standard Leve 
EZIP Est. Dev* Time: 10 month 
Imagine the ad campaign: ’Have you always thought that God screwed it up? Tr 
it yourself!" or more simply "°lay The Book." It would be a short story forma 
along the lines of Wordolay. The stories would include: Creation* The Garden c 
Eden, Noah and the Flood, Moses and the Exodus from Egypt, and Revelations (th 
last section)* The highlight: a story in which you experience the most contrc 
versial concept ever attempted oy interactive fiction: playing the character c 
Jesus Christ. The text would all be in shalts and begats and haths and sayeths 
Part of my ongoing effort to offend every person in the universe. 



BLAZING PARSERS 

Humor Standard Leve 
ZIP Est. Dev. Time: 3 month 
The western comedy that Jerry started. A lot of the basic design and a littl 
bit of the implementation is already done. If you don't recall* the basic stor 
line is a spaghetti western with all the usual characters and situations* ar 
the basic gag is that there are several parsers with different personality 
and degrees of competency tnat are constantly wandering "in" and "out" of th 
game. Another gag revolves around Mr. Smith* who can imitate nearly anything 
"There is a bowling ball here." TAKE SOILING BALL. "Ooos! It's only Mr. Smith 
doing his famous bowling ball imitation." Dr... "President Rutnerford 3. Hays 
is at the bar." PRESIDENT MAYES, HOWDY. "As you begin speaking, you reali: 
that it isn't President Rutherford B. Hayes after all* but merely Mr. Smith 
doing his totally awesome President Rutherford Hayes imitation." A laugh r ioi 
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ZORK ZERO 



Standard Level 
Est. Dev. Time: 10-12 months 
a prequel to the Zork trilogy. It mould be set in the 
re, beginning at the time of its collapse (383 G U E ) , and 
(the year of the Zork trilogy). It mould certainly end 
There'd be some story* about as much as the Enchanter 
t part it mould be an intensely puzzle- oriented game mith 
would be great to re-assemble the Original Implementors 






MINUTE MYSTERIES 



Standard Level (or mixed) 
Est. Dev. Timet 12 months 
ach set in the same locale* but during different periods 
he 1 9 1 0 ' s , one during WihIII, one during the present, and 
he next century. For the location, I'm leaning toward 
(Naturally, I mould have to spend several mee<s on cruise 
Some ideas for the individual mysteries: In one of them, 
were actually the killer, but are suffering from amnesia 
i v e d during a struggle mith the victim -- you first think 
icted by the murderer! In another, you mould De the desc- 
in one of the previous stories, attempting to prove the 
tive, and getting mixed up in a nem murder, and having to 
tory, set in the future, would have some sci-fi elements. 



INTERACTIVE 3IBLE 

Standard Level 
Est. Dev. Time: 10 months 
n: ’Have you always thought that God screwed it up? Try 

simply " 0 1 a y The 5 o o k • " It mould be a short story format 
dolay. The stories mould include: Creation, The Garden of 
od, Moses and the Exodus from Egypt, and Revelations (the 
ghlight: a story in which you experience the most contro- 

ttempted oy interactive fiction: playing the character of 

would all be in shalts and beg3ts and haths and sayeths. 
ort to offend every person in the universe. 





BLAZING PARSERS 

Standard Level 
Est. Dev. Time: 3 months 
t Jerry started. A lot of the basic design and a little 
ipn is already done. If you don't recall, the basic story 
estern mith all the usual characters and situations, and 
there are several parsers with different personalities 
ncy that are constantly wandering “in" 3nd "out” of the 
olves around Mr. Smith, who can imitate nearly anything: 
11 here." TAKE BOWLING BALL. "Ooos! It's only Mr. Smith, 
ng ball imitation." Or... "President Rutherford 3. Hayes 
DENT HAYES, HOWDY. "As you begin speaking, you realize 
nt Rutherford B. Hayes after all, but merely Mr. Smith, 
ome President Rutherford Hayes imitation." A laugh riot. 




I 



CIA 



Standard Level 
Tine : 1 0-1 2 months 
ould be set in the 
se C 3 8 3 GUE), and 
ould certainly end 
h as the Enchanter 
oriented game with 
ginal Implementors 



7&o 

SO a! 0 OOK 



d Level Cor mixed) 
v. T met 12 months 
different periods 
the present, and 
I 'n leaning toward 
al wee<s on cruise 
s: In one of them, 
ering from amnesia 
-- you first think 
would be the desc- 
oting to prove the 
der, and having to 
e sci-fi elements. 






Standard Level 
t/« Time: 10 months 
:rewed it up? Try 
short story format 
ion, The Garden of 
d Revelations (the 
e the most co n tr o- 
g the character of 
haths and sayeths. 




•se. 








Standard Level 
?v. Time : 3 months 
sign and a little 
L, the basic story 
j situations, and 
•ent personalities 
and "out" of the 
s nearly anything: 
's only Mr. Smith, 
jtherford 3 . Hayes 
<ing, you realize 
merely Mr. Smith, 
i. " A laugh riot. 




p/t o ch 






t n y> 



vH €. 



Standard Level 
ev. Tine: 13 months 
boration I thought 
sting and weird and 
superheroes. Such 
e beginning with a 
on any pizza before 
omon type game in 
-heroes. The story 
• If you elected to 
f the u orm family) , 
e* to devour entire 
bey you as readily, 
ent s . 







rd Level Cor mixed) 
Dev. Time! 5 months 
e in much less time 
teresting idea even 
s a tiny ‘’piece'* of 
i n e s , maybe even a 
(or so ) imps would 
rooms) around that 
ting the five ideas 
ny gross repetition 
eeing how different 
oint would make for 




q.0 rvi wQa 




r d Level Cor mixed) 
Time: 10-12 months 
Id's largest , most 
nan y of the world's 
maiden voyage. At 
ship, leaving a 300 
Tkable'* Titanic was 
are well-recounted 

5s to di sguise the 
-ondon to Mew York. 
5 through the ship, 
-d Class section, 
de confusion, and 
The actual events 
ar ou nd you. I see 
multiply playing to 
? shortest possible 
/ wander around the 
?nt • 















s. 



THE 3EST QF STEVD 



Mixed genre Standard Level Cor mixed 

5ZI? Est. Dev. Time: 12 month 

A collection of H short stories*” many or all of which would be designed to pi a ' 
in one sitting of appr oximately an hour or two. I envision around ten storie 
on the disk. They would have little or no connection to each other. The manua 
would contain a taole of contents so that you could enter any stony you w a n t e ' 
by typing in a word or number at tne beginning. The stories would probably b 
from several different genres. This would be a good chance to try a lot o 
interesting ideas which are too experimental to risk a whole product on* or ar 
just too small to become a full story. There could be some new genres* som 
completely ouzzleless stories* a story with r e o 1 ay a b il i ty . A story or two coul 
be longer* to wean beginners into accepting multi-hour interactive fic t io 
efforts. The '•eaction to Jeff's short story format will certainly have a 
impact . 

Some problems with the idea: is it just too disjoint? Is there anyway to ti 

the stories together? (One thought for tying the stories together: there are 

siblings* and each brother/sistar appears in one of the stories as a character 
they could make cross references to the sibling in the other stories.) W h a 
would the package be like? What would the program be called? Would it turn of 
our hard-co-e fans? 



Any pending ” marketing -driven” concepts? 
Any "new technologies” to consider? Ce.g 



(e.g. Doctor Who* collaborations) 
sound, XZIP features) 
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ZORK ZERO 

Pantasy Standard Leve: 
probably EZIP Est. Dev* Time: 10-12 month: 
As the name implies* a prequel to the Zork trilogy* It would be set in t h ' 
Great Underground Empire* beginning at the time of its collapse (883 GUE)> an: 
continuing through 948 (the year of the Zork trilogy). It would certainly e n 
"west of a white house*" T h e r e ' d be some story* about as much as the Enchante: 
games* but for the most part it would be an intensely puzzle-oriented game wit 
a huge geography. It would be great to re-assemble the Original Implementor 
for a design session* 



MINUTE MYSTERIES 

Mystery Standard Level (or mixed 
5ZIP Est. Dev. Time: 12 month 
Pour mini-myst eries * each set in the same locale* but during different period 
of time: one during the 1910 's* one during WWII, one during the present* an 
one at some point in the next century. For toe location* I'm leaning t o w a r 
a small cruise ship* (Naturally* I would have to spend several weeks on cruis 
ships doing research). Some ideas for the individual mysteries: In one of them 
it turns out that you were actually the killer* but are suffering from amnesi 
because of a blow received during a struggle with the victim -- you first thin 
that the blow was inflicted by the murderer! In another, you would oe the desc 
endant of a character in one of the previous stories, attempting to prove th 
innocence of your relative* and getting mixed up in a new murder* and having t 
solve both. The last story, set in the future, would have some sci-fi elements 



INTERACTIVE 3IBLE 

Humor Standard Leve 
EZIP Est. Dev. Time: ID month 
Imagine the ad campaign: 'Have you always thought that God screwed it up? Tr 
it yourself!" or more simply "Play The Book." It would be a short story forma 
along the lines of Wordplay. The stories would include: Creation, The Garden o 
Eden* Noah and the c lood* Moses and the Exodus from Egypt, and Revelations (th 
last section). The highlight: a story in which you experience the most contro 
versial concept ever attempted by interactive fiction: playing the character o 
Jesus Christ. The text would all be in shalts and begats and haths 3nd sayeths 
Part of my ongoing effort to offend every person in the universe. 



BLAZING PARSERS 

Humor Standard Leve 
ZIP Est. Dev. Time: 3 month 
The western comedy that Jerry started. A lot of the basic design and a littl 
bit of the implementation is already done. If you don't recall* the basic stor 
line is a spaghetti western with all the usual characters and situations* an 
the basic gag is that there are several parsers with different personalitie 
and degrees of competency that are constantly wandering "in" and "out" of th 
game. Another gag revolves around Mr. Smith* who can imitate nearly anything 
"There is a bowling ball here." TAKE BOILING BALL. "Oops! It's only Mr. Smith 
doing his famous bowling ball imitation." Or... "President Rutherford 3. Haye 
is at the bar." PRESIDENT HAYES, HOWDY. "As you begin speaking, you realiz 
that it isn't President Rutherford B. Hayes after all* but merely Mr. Smith 
doing his totally awesome President Rutherford Hayes imitation." A laugh riot 
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ZORK ZERO 

Standard Level 
Est. Dev, Time: 10-12 months 
prequel to the Zork trilogy. It mould be set in the 
beginning at the time of its collapse (883 GUE)» and 
the year of the Zork trilogy). It mould certainly end 
There'd be some story* about as much as the Enchanter 
art it mould be an intensely puzzle-o r ient ed game mith 
Id be great to re-assemble the Original Implementors 

I 



MINUTE MYSTERIES 



Standard Level (or mixed) 
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Standard Level 
Est. Dev. Time: 13 months 
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BLAZING PARSERS 

S t and ard Level 
Est. Dev. Time: 3 months 
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SUPER-HERD LEAGUE OF AMERICA 

Fantasy? Comedy? Standard Leve 

pjIP Est. Dev. Time: 10 month 

When Marvel Comics asked if we'd be interested in a collaboration I though 
Steve old buddy old pal, yoj could think uo alot more interesting and weird an 
and fun suoerheroes than those worn out boring Marvel Comics superheroes. Sue 
as Farm Stand Man, who can turn himself into any vegetable beginning with 
vowel. Dr Madmoiselle Mozzarella, who can tell the toppings on 3 ny pizza befor 
the box is even ooened! I see this as a Hit c hhik er ' s /R as homon type game i 
which you can day your choice of any of half-a-dozen super-heroes • The stor 
would be slightly different depending on which one you chose. If you elected t 
portray Annelid Man (able to communicate with any member of the worm family) 
you wouldn't command as much respect as Doctor Asphalt (able to devour entire 
eight-lane highways), and the other super-heroes wouldn't obey you as readily 
Potential for lots of interesting puzzles. Possible RPG elements. 



Standard Level (or mixed 
Est. Dev. Time: 6 month 
produce a game in much less tim 
think is an interesting idea eve 






"THE VIABLE IDEA" 

ExDeriment a 1 
ZIP or EZIP 

An idea I originally came uo with as a way to 
than could normally be expected, but which I 

without that need. Basically, one person (the Editor) designs a tiny "piece" o 
a game -- a cojole of rooms, a few objects with action routines, maybe even 
character. Working from this, in complete isolation, five (or so) imos woul 
write a small mini-game (a couple of puzzles, ten to twenty rooms) around tha 
original co^e. The Editor would be responsible for integrating the five idea 
together, blending the code, maxing sure that there wasn't any gross repetitio 
in the stories, and, of course, fixing bugs. I think that seeing how differen 
people went in different directions from the same starting point would make fo 
an interesting interactive fiction experience. 



TITANIC 

T G A ? Docu-d-ama? Standard Level (or mixed 
EZIP Est. Dev. Time: 10-12 month 
It w 3 s one of the most dramatic moments in history. The world's largest, mos 
luxurious, most technically advanced ocean line** carrying many of the world' 
richest and most famous people, was nearing the end of it's maiden voyage. A 
11:40 o.m. on April 14, 1912 an iceberg sideswiped the huge ship, leaving 3 30 
foot underwater gash. Less than three hours later the "unsinkable" Titanic wa 
gone, taking 1500 people with her. The events of that night are weil-recounte 
in several oook s. 

You are a oassenge*' on the Titanic, travelling in Third Class to disguise th 
importance of your mission: transporting a MacGuffin from London to New York 
As the ship opens and you feel a long, drawn out shudder pass through the ship 
you must begin the process of escaping the restricted Third Class sectior 
retrieving the MacGuffin from the purser's safe amidst the confusion, ar 
surviving the sinking to complete your delivery assignment. The actual event 
of those 163 minutes between iceberg and sinking would occur around you. I S€ 
this as a game of split-second timing, that would require multiply playing i 
optimize your turns in order to solve all the puzzles in the shortest possib] 
time. But you could also ignore all the puzzles and simply wander around tf 
ship as a "tourist," taking in the sights of this amazing event. 
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Mixed genre Standard Level Cor mixed 

Ell? Eat. Oev. Time: 12 month 

A collection of "short stories*" many or all of which would be designed to p 1 a 
in one sitting of appr oxima tel y an hour or two. I envision around ten storie 
on the disk. They would have little or no connection to each other. The manua 
would contain a table of contents so that you could enter any story you wante 
by typing in a word or number at the beginning. The stories would probably b 
from several different genres. This would be a good chance to try a lot o 
interesting ideas which are too exoerimental to risk a whole product on* or ar 
just too small to become a full story. There could be some new genres* som 
comoletely ouzzleless stories* a story with reolayability. A story or two coul 
be longer* to wean beginners into accepting multi-hour interactive fictio 
efforts. Tne reaction to Jeff's short story format will certainly have a 
imoac t . 

Some problems with the idea: is it just too disjoint? Is there anyway to ti 

the stories together? (One thought for tying tne stories togetner: the~e are 
siblings* and each brother/sist er appears in one of the stories as a character 
they could make cross references to the sibling in the other stories.) Wha 
would the package be like? What would the program be called? Would it turn of 
our hard-core fans? 



Any oending "marketing-driven" concepts? Ce.g. Doctor 
Any "new technologies" to consider? Ce.g. sound* X2IP 



Who, collaborations) 
features) 



THE 3EST OF ST5V3 



Standard Level Cor mixed) 
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ZORK ZERO 

Fantasy Standard Leve 
proDably EZIP Est. Dev. Time! 10-12 month 
As the name implies* a prequel to the Zork trilogy. It would be set in th 
Great Underground Empire* beginning at the time of its collapse (393 GUE)* an 
continuing through 948 (the year of the Zork trilogy). It would certainly en 
"west of a white house.” There'd be some story* about as much as tne Enchante 
games* but for the most part it would be an intensely puzzle-oriented game wit 
a huge geography. It__ would be great to re-assemble the Original I mp 1 erne n to r 
for a design session. 



MINUTE MYSTERIES 

Mystery Standard Level (or mixed 
EZI 3 Est. Dev. Time! 12 month 
Four mini-m/sterie s * each set in the same locale* but during different period 
of time! one during the 1 9 1 0 ' s , one during W W 1 1 , one during the present* an 
one at some point in the next century. For the location* I'm leaning towar 
a small cruise shio. (Naturally* I would have to spend several wee<s on cruis 
shios doing research). Some ideas for the individual mysteries! In one of them 
it turns out that you were actually the killer, but are suffering from amnesi 
because of a blow received during a struggle with the victim -- you first thin 
that the blow was inflicted by the murderer! In another, you would oe the desc 
endant of a character in one of the previous stories, attempting to prove th 
innocence of your relative* and getting mixed up in a new murder, and having t 
solve both. The last story, set in the future* would have some sci-fi elements 



INTERACTIVE 3I3LS 

Humor Standard Leve 

EZIP Est. Dev. Time! 10 month 

Imagine the ad campaign! ’’Have you always thought that God screwed it up? Tr 
it yourself!” or mo r e simply "Play The Book.” It would be a short story forma 
along the lines of Wordplay. The stories would include! Creation* The Garden o 
Eden* Noah and the c 1 o o d * Moses and the Exodus from Egypt* and Revelations (th 
last section). The highlight! a story in which you experience the most contro 
vensial concept ever attempted by interactive fiction! playing the character o 
Jesus Christ. The text would all be in shalts and begats and haths and sayeths 
art of my ongoing effort to offend every person in the univers eT) 
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BLAZING PARSERS 

Humor Standard Leve 

ZIP Est. Dev. Time! 8 month 

The western comedy that Jerry started. A lot of the basic design and a littl 
bit of the implementation is already done. If you don't recall* the basic stor 
line is a spaghetti western with all the usual characters and situations* an 
the basic gag is that there are several parsers with different personalitie 
and degrees of competency that are constantly wandering "in” and "out” of th 
game. Another gag revolves around Mr. Smith, who can imitate nearly anything 
’’There is a bowling ball here.” TAKE BOWLING BALL. "Oops! It's only Mr. Smith 
doing his famous bowling ball imitation.” Or... ” President Rutherford B. Haye 
is at the bar.” PRESIDENT HAYES* HOWDY. ”As you begin speaking, you realiz 
that it isn't President Rutherford 6. Hayes after all, but merely Mr. Smith 
doing his totally awesome President Rutherford Hayes imitation.” A laugh riot 
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Standard Level (or mixed) 
Est. Dev. Time: 12 months 
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Standard Level 
Est. Dev. Time: 8 months 
rry started. A lot of the basic design and a little 
is already done. If you don't recall, the basic story 
rn mith all the usual characters and situations, and 
e are several parsers mith different personalities 
that are constantly mandering "in" and "out" of the 
s around Mr. Smith, mho can imitate nearly anything: 
ere." TAKE BDWLING BALL. "Oops! It's only Mr. Smith, 
all imitation." Or... "President Rutherford B. d a y e s 
MAYES, d 0 W D Y . "As you begin speaking, you realize 
Rutherford S. Hayes after all, but merely Mr. Smith, 
President Rutherford dayes imitation." A laugh riot. 
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SUPER-HERD LEAGUE 3F AMERICA 



Fantasy? Comedy? Standard Leva 

£ 11 ° Est. Dev. Tine: 13 month 

When Marvel Comics as<ed if we'd be interested in a collaboration I though 
Steve old buddy old pal* you could think up alot more interesting and weird an 
and fun superheroes than those worn out boring Marvel Comics superheroes. Sue 
as Farm Stand Man* who can turn himself into any vegetable beginning with 
vowel. Dr Madmoiselle Mozzarella* who can tell the toppings on any pizza befor 
the box is even opened! I see this as a hit c hhik er ' s /R as homo n type game i 
which you can play your choice of any of half-a-dozen su p e r- he r o e s . The stor 
would be slightly different depending on which one you chose. If you elected t 
portray Annelid Man Cable to communicate with any member of the worm family) 
you wouldn't command as much respect as Doctor Asphalt (able to devour entire 
eight-lane highways)* and the other super-heroes wouldn't obey you as readily 
Potential for lots of interesting puzzles. Possible RPG elements. 



"THE VIABLE IDEA” 

Experimental Standard Level Cor mixed 

ZI 3 or EZI 3 Est. Dev. Tine: S month 

An idea I originally came up with as a way to produce a game in much less tim 
than could normally be expected* but which I tnink is an interesting idea eve 
without that need. Basically* one person (the Editor) designs a tiny ” piece” o 
a game -- a couple of rooms, a few objects with action routines* maybe even 
character. Working from this, in complete isolation, five Cor so) imps woul 
write a small mini-game (a couple of puzzles* ten to twenty rooms) around tha 
original c o ** e . The Editor would be responsible for integrating the five idea 
together* blending the code* making sure that there wasn't any gross reoetitio 
in the stories* and, of course* fixing bugs. I think that seeing how differen 
people went in different directions from the same starting point would make fo 
an interesting interactive fiction experience. 



TITANIC 

TQA?Docu-d~ama? Standard Level Cor mixed 
£ZIP Est. Dev. Time: 10-12 month 
It was one of the most dramatic moments in history. The world's largest, mos 
luxurious* most technically advanced ocean liner* carrying many of the world' 
ricnest and most famous people* was nearing the end of it's maiden voyage. A 
1 1 : ^0 p.m. on April 14, 1912 an iceberg sideswiped the huge ship, leaving a 30 
foot under jote- gash. Less than three hours later the "unsink able” Titanic w a 
gone* taking 1500 people with her. The events of that night are well-recounte 
in several books. 

You are a oassenger on the Titanic* travelling in Third Class to disguise th 
importance of your mission: transporting a MacSuffin from London to New York 
As the ship opens and you feel a long, drawn out shudder pass through the ship 
you must begin the process of escaping the restricted Third Class section 
retrieving the MacGuffin from the purser's safe amidst the confusion* an 
surviving tne sinking to complete your delivery assignment. The actual event 
of those 163 minutes between iceberg and sinking would occur around you. I se 
this as a game of ^split-second t i m i n g 7] th3t would require multiply playing t 
optimize your turns in order to solve all the puzzles in the shortest possibl 
time. But you could also ignore all the puzzles and simply wander around th 
ship as a "tourist*” taking in the sights of this amazing event. 
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TITANIC 



Standard Level (or mixed) 
Est. Dev. Time: 10-12 months 
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TH£ BEST OF ST E VO 
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Mixed genre Standard Level Cor mixec 

£ZI p Est. Oev. Tine: 1Z montf 

A collection of "short stories*" many or all of which u/ould be designed to ole 
in one sitting of approximately an hour on tu/o* I envision around ten stori« 
on the disk. They would have little or no connection to each other. The m a n u c 
would contain a table of contents so that you could enter any story you wants 
by typing in a word or number at the beginning. The stories would oroDably t 
froTi several different genres. This would be a good chance to try a lot c 
interesting ideas which are too experimental to risk a whole product on* or ar 
just too small to become a full story. There could be some new genres* son 
comoletely ouzzleless stories* 3 story with reolayability. A story or two couj 
be longer, to wean beginners into accepting multi-hour interactive fictic 
efforts. The reaction to Jeff's short story format will certainly have a 
impact. 

Some problems with the ideal is it just too 
the stories together? (One thought for tying 
siblings* and each brother/sister aooears in one of the stories as a character 
they could make cross references to the sibling in the other stories.) W h a 
would the oackage be li«e? dhat would the program be called? should it turn ol 
our hard-core fans? 



disjoint? Is there anyway 
the stories together: there are 





Any pending "marketing- driven" concepts? (e.g. Doctor Who* collaborations) 
Any "new technologies" to consider? Ce.g. sound* X Z I P features) 
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Steve* 




I'm not trying to be negative in my comments about your various 
ideas. I think mystery games are fun and would like to write one myself 
some day. But right now things seem to be mucked up in the marketplace 
for us. Our games aren't selling as well as we thought they would. So I 
think we have to go with sure fire hits such as Zork Zero or Super Heros 
until we figure out what is going on. 

Of course* no one will ever bother to find out why are games 
aren't selling as well as we expected. So we just have to hang on until 
someone's head clears. 
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Next Project 
(comments to Steve) 



ZORK Z £ R 3 

Fantasy Standard Lev< 
probably EZIP Est. Dev, Tine: 10-12 montf 
As the name implies* a preqyel to the Zork trilogy* It would be set in tl 
Great Underground Empire* beginning at the time of its collapse (983 GUE)* at 
continuing throjgh 948 (the year of the Zork trilogy). It would certainly ef 
"west of a white house." There'd be some story, about as much as the Enchant* 
games* but for the most part it would be an intensely puzzle-oriented game wi 
a huge geography. It would be great to re-assemble the Original Implementoi 
for a design session. 



MINUTE MYSTERIES 

Mystery Standard Level (or mixe* 

£Zio Est. Oev. Time! 12 montl 

Pour mini-mysteries* each set in the same locale* but during different perio* 
of time! one during the 1 9 1 0 ' s * one during W W 1 1 * one during the present, ai 
one at some point in the next century. For the location* I'm leaning towai 
a small cruise ship. (Naturally, I would have to spend several weexs on crui 
ships doing research). Some ideas for the individual mysteries: In one of thei 

it turns out that you were actually the killer* but are suffering from amnes 
because of a blow received during a struggle with the victim -- you first thi 
that the blow was inflicted by the murderer! In another, you would be the des 
endant of a character in one of the previous stories, attempting to prove t 
innocence of your relative* and getting mixed up in a new murder* and having 
solve both. The last story* set in the future* would have some sci-fi element 



INTERACTIVE BIBLE 

Humor Standard Lev 

EZIP Est. Dev. Time: ID mont 

Imagine the ad campaign: "have you always thought that God screwed it up? T 

it yourself!" or more simply "Play The Book." It would be a short story form 
along the lines of Wordplay. The stories would include: Creation* The Garden 
Eden* Noah and the p 1 o o d * Mpses and the Exodus from Egypt, and Revelations (t 
last section). The highlight: a story in which you experience the most contr 
versial concept ever attempted by interactive fiction: playing the character 
Jesus Christ. The text would all be in shalts and begats and haths and sayeth 
Part of my ongoing effort to offend every person in the universe. 



BLAZING PARSERS 

Humor Standard Lev 
Zip Est. Dev. Time: 8 mont 
The western comedy that Jerry started. A lot of the basic design and a litt 
bit of the implementation is already done. If you don't recall* the basic sto 
line is a spaghetti western with all the usual characters and situations* a 
the basic gag is that there are several parsers with different personaliti 
and degrees of competency that are constantly wandering "in" and "out" of t 
game. Another gag revolves around Mr. Smith* who can imitate nearly anythin 
"There is a bowling ball here." TAKE BOWLING BALL. "Oops! It's only Mr. Smit 
doing his famous bowling ball imitation." Or... "President Rutherford 3. Hay 
is at the bar." PRESIDENT HAYES, HOWDY. "As you begin speaking, you reali 
that it isn't ^resident Rutherford 5. Hayes after all* but merely Mr. Smit 
doing his totally awesome President Rutherford Hayes imitation." A laugh rio 



Next Project ***£ 
(comments to Steve) 



Z OR < ZERO 



Standard Level 
Est. Dev. Time: 10-12 months 
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MINUTE MYSTERIES 

Standard Level (or mixed) rj 
Est. Dev* Time: 12 months (Jy 
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INTERACTIVE 3IBLE 

Standard Level 
Est. Dev. Time: ID months 
'Have you almays thought that God screwed it up? Try 
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SUPER -HERD L£ AGUE CF AMERICA 



Fantasy? Comedy? Standard Levs 

E2IP Est. Dev. Tima: 10 month 

When Marvel Comics asked if we'd be interested in a collaboration I though 
Steve old bjddy old pal* you could think ud alot more interesting and weird an 
and fun suoerheroes than those worn out boring Marvel Comics superheroes. Sue 
as Farm S t 3 nd Man* who can turn himself into any vegetable beginning with 
vowel. Or Madmoiselle Mozzarella* who can tell the toppings on any pizza befor 
the box is even opened! I see this as a Hitcnhiker's/Rashomon type game i 
which you can play your choice of any of half-a-dozen super-heroes. The stor 
would be slightly different depending on which one you chose. If you elected t 
portray Annelid Man Cable to communicate with any member of the worm family) 
you wouldn't command as much respect as Doctor Asphalt Cable to devour entire 
eight-lane highways)* and the other super-heroes wouldn't obey you as readily 
Potential for lots of interesting puzzles. Possible RPG elements. 



"THE V I A 3L E IDEA" 

Experimental Standard Level Cor mixed 

ZIP or EZIP Est. Oev. Time: 6 month 

An idea I originally came up with as a way to produce a game in much less tim 
than could normally be expected, bjt which I think is an interesting idea eve 
witnout that need. Basically* one person Cthe Editor) designs a tiny "piece" o 
a game -- a couple of rooms, a few objects with action routines* maybe even 
character. Working from this, in complete isolation, five Cor so) imps woul 
write a small mini-game Ca couple of puzzles, ten to twenty rooms) around tha 
original co*e. The Editor would be responsible for integrating the five idea 
together, blending the code, maxing sure that there wasn't any gross repetitio 
in the stories, and, of course, fixing bugs. I think that seeing how differen 
people went in different directions from the same starting point would make fo 
an interesting interactive fiction experience. 



TITANIC 

T 0 A ? Docu-d-ama? Standard Level Cor mixed 
EZI 3 Est. Dev. Time: 10-12 month 
It was one of the most dramatic moments in history. The world's largest, mos 
luxurious, most technically advanced ocean liner, carrying many of the world' 
richest and most famous people, was nearing tie end of it's maiden voyage. A 
11:40 p.m. on April 14, 1912 an iceberg sideswiped the huge ship, leaving a 30 
foot underwater gash. Less than three hours later the "unsinkable" Titanic wa 
gone, taking 1500 people with her. The events of that night are well-recounte 
in several books. 

You are a passenger on the Titanic, travelling in Third Class to disguise th 
importance of your mission: transporting a MacGuffin from London to New York 
As the ship opens and you feel a long, drawn out shudder pass through the ship 
you must begin the process of escaping the restricted Third Class section 
retrieving the MacGuffin from the purser's safe amidst the confusion, an 
surviving the sinking to complete your delivery assignment. The actual event 
of those 163 minutes between iceberg and sinking would occur around you. I se 
this as a game of split-second timing, that would require multiply playing t 
optimize your turns in order to solve all the puzzles in the shortest possibl 
time. But you could also ignore all the puzzles and simply wander around th 
ship as a "tourist," taking in the sights of this amazing event. 
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THE 3EST OF STEVD 



Mixed genre Standard Level (or mixed: 
£ZI» Est. Dev. Time: 12 month; 
A collection of "short stories**' many or all of which would be designed to p 1 a } 
in one sitting of approximately an hour or two. I envision around ten storie; 
on the disk. They would have little or no connection to each other. The manual 
would contain a table of contents so that you could enter any story you wantec 
by typing in a word or number at the beginning. The stories would probably b< 
from several different genres. This would be a good chance to try a lot o - 
interesting ideas which are too experimental to ris< a whole product on, or ar< 
just too small to become a full story. There could be some new genres, som< 
completely ouzzleless stories, a story with replayability. A story or two couli 
be longer, to wean beginners into accepting multi-hour interactive fictioi 
efforts. The reaction to Jeff's short story format will certainly have at 
impact . 

Some problems with the idea: is it just too disjoint? Is there anyway to ti< 
the stories together? (One thought for tying the stories together: there are I 
siblings, and each brother/sister aooears in one of the stories as a character 
they could make cross references to the sibling in the other stories.) Wha - 
would the package be li<e? What would the program be called? Would it turn of - 
our hard-co-e fans? 



Any pending "marketing-driven” concepts? 
Any "new technologies" to consider? (e.g 
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Date: 1 May 1987 1115-EDT 

From: Brian Moriarty < P R C F at P RED> 

Subject: Next Project 
To: S £ M 

As you're foolish enough to ask for my ooinion! 

Z 0 p K ZERO . Well* it u/ouid be nice to have a big fantasy game next year. 
Questions may arise as to whether this will/should be a "sequel” to 
BEYOND Z 3 R K * and whether characters created and saved in BZ should be 
portable to ZO. Also* should it use the 5 Z front end (onscreen maos* 
etc.)? If so* you'll have to learn how my new gimmicks work, etc etc. 

MINUTE MYSTERIES. See BEST Q p STEVO below. 

INTERACTIVE BIBLE. As you noted, this game is likely to offend many 
people* and not just frothing nutcakes* either. A surprising number 
of reasonaole people regard the Book with reverence. They are likely 
to regard your send-up as superficial and juvenile. They will wonder 
what qualifies you to poke fun at their (or anybody's) faith. Why do 
you want to write this? Do you really think it will sell? 

BLAZING PARSERS. Could be amusing to the old-timers who know the 
conventions . 

Su°ER-H£k 3E$. This sounds like fun. If you used XZIP, you could throw 
in cartoon graphics of the various heroes. 

VIABLE IDEA. So was the E inal Solution, and 0-Rings. 

TITANIC. If this had come out this year* we would've cleaned up. But 
it's an interesting idea anyway* and you'd probably enjoy researching 
it* too. And who knows? w eybe they'll be a big controversy when the 
"pirates" try to dredge up artifacts next spring ... 

BEST OF STEVG. Need more hard info to comment. Till then* yawn. 

MARKETING- DRIVEN CONCEPTS. Well, there's always RESTAURANT* and DIRK 
GENTLY . 
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3 a t c * 3 J u n 1 ; 

from: Steve v sr- tzky < S f v a 
Subject: j X " * • : j D ' 

To: IMPS at c ' ' I 



: > 



I've tc t u a n t i f y t u - r ; cults to "y 1 a t ■- - 1 Next Project Poll by 

assigning a nutter between ID a no 1 to each r er son ' s c o m rr * n + about a 
particular a r o j act < fr .•« r.y ' p e o o I e did + h i a t h ?t selves), 
t n i s admittedly imprecise accounting: 



be - e s u 1 1 s of 



7.4 



'7 7 

/ • ^ 



6 . 1 
<+ . 6 

4.5 

2.6 
2.4 



Z o r k Z e r c 

Titanic 

Sucerherces 

- e s t of Steve 

Inter ?ct:v? ‘ i b 1 e 

•mute Mysteries 

Viable Idea 

•la zinc Parser^ 



Given the fuzziness* lo^k * s - o » Titanic# 

1 1 e a for f i r s t . N ; re ; r - sots c f t h - cor.tr 

Zork Zero: 



- r d S u r ° r k e r o ? = -re effectively 

- n t s about those three cro jec + s 



^ "To close to - y o n d Ic^k" ( C h r i s ) 

" 1 ' -r. afraid lor’: i - - + t n o - I 4 t 1 e o 1 b . • should do this soon" ( J c e 1 ) 

h hOu1c do awesomely cell" C v i k - ) 

"Perhaps it's tire has core" (Hollywood) 

"would -t 1 : i; e 1 1 • . . ' * f • ' ... re - - v I i - *r o - i g i n. ; inns a so-so idea" ( Jon ) 

"Reassembling imps ? good ides” C A m y ) 

"A sure winner" ( S t u ) 

"I like this if ns ell w c r k on it" (Dave) 

"It would b e nice t c r a v ' nig fantasy in '3 3 ... sequel * o r 7 ? " (B-isrj 
S u p e r h e ro Lea a u e of fimericat 

"Sounds very inter - s + i n "" (Chris) 

"I like t n v is • , bu~ d o r ' 4 c : r e for your ^ ~ ~ r 1 e characters" (Joel) 

rr 

"Sounds too b i - : r r s ...c: ~ i c took tens ujou 1 dn ' t like satire" (Mike) 

« 

"rucking g r t • . . y r thou h 4 a ~ should io : e - 1 s 1- 1 y r e stuff" (Hollywood) 



: ' c r : t h " or- • u • r ' ' t ' 1 o * . of powers t h ••• r v e one- c* s evs'r s 1 



e specific 



4r \ r* /*\ -4" £■ 

U v t V “ I V t 



- " • ■ T c - S r yorr project..." C Jen) 



with a singi 
"A humorous XZI P /R°&!" (Amy) 

"Sounds like fun" C S t u ) 

*’ T h l ? i 2 ; - * • ” h - u ’"or= : mu' : n ' ~ b -=• cult' so silly... maybe..." ( C a v e ) 

H 3 o u n c 7: 1 1 k e 4 o r • I r. v , ye u c o u ' r b "■ y • ce-toon * i ~ u r e - o f heroes" (Brian ) 

T 1 1 s r i c : 



’•'This could r - :oce, r. -meu 1 : ^y o f : t x s s hie topically accurate” ( J c e 1 ) 
M i like the i d * -• ? u t x e 1 t u * it'-; oast i 4 e 4 i ~ e " (Mike) 
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•ones" (Hollywood) 


"I itsnic 
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no way 


4 o win.. .if you 


v G u 1 o do 
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would be t h 
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greet^E 4 
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h s ~ i 4 y . 


" (Jon) 


"don't * i 
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0 f 
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4 h solit-se 
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o" 1 t i m i n 


g" (Amy) 



"My f = v o r 1 1 ! -xc: J ' i r •„ concept , nd exciting setting" ( S tu ) 

"Too boa it cier com- c u * r ~ c t Jenu: -y . Too serious? Too bio?" (Dave) 

"An inter es tin ides...' n aybe i 4 '11 be none; again w h e n rirstes start 
ransacking the wreck r e x t srrir ■ . . * " C 5 rian) 

From! r r o n k Sooth < 0 A at F o ~ > 

Subject: Re: m " X 7 • •- . J / C ’ 

To: SC M 

In-Rep ly-T o : Y o u r m t = <=■ -- of 3- Jun-3 ? 1 248-ECT 

excellent r •? p o r t . r b e 1 1 w e do 38.000 Z o r k - i d P y i m i d soo n ? 

Cate: 3 Jun 1987 1300 -EOT 

f romJ My d r i s h t s u a r < A v y » t = R 3 3 > 

Subject: Re:* ' X ' r C J ~ C ' 

To: SC M 

In-Reply-T o : Your m •? s s a r e of 3- Jun-8 ? 1J4 : -8“T 

So j whit a r . you - o r . tc do? ‘'or- i ~ r o r 4 - ~ 7 y , u< h t do you WANT to c o -- you 

•: u S t have so" c r - tr.-nc-i i f only prefming tc do the or- you've thought 

so out more -- if th^rr is one o * those. 



A m y . 

p S . ' n i n k i n : tout it n o u , * - r cr^ r 1 1 u r e me 4 h - n t-e youngster of 24 I u> 3 s 
then » a r e s . i - t i ~s e T :vr,.: would ' f u : most interesting version. I still don't 
like the ides o' =. r : it - =• eco n : r u -ties, :u* t h e -ere e xo ?r i e^ce o* going down 
real- t i .t. : a u - H • T i r c i c x o u 1 be meat ! ( T * - o n e w h - * terrifyir g . ) 



Infocom, Inc.. 125 CambridgePark Drive. Cambridge. MA 02140 
(617) 492-6000 



iriFocom 



August 10, 1987 



TO: 

FROM: 

RE: 



Chris, Gabby, Gayle, Jon, Mike, 
Joel 

Steve's Next Project 



Steve / 7 




I want to confirm the conclusions of Friday's meeting: 

1. Steve's next project will be Zork 0 . 

2. Titanic has not been ruled out for some future date 
(after Zork 0 ) . 

3 . Zork 0 will make use of static graphics in whatever 
ways Steve feels are appropriate to the game. 

4. With the understanding that we are entering a new 
technical area, there will be no specific completion 
date set right now. However, we will proceed to 
rapidly develop any capabilities needed. 

5. We will bring in, as quickly as possible, whatever 
new resources are needed for the graphics, including 
an additional Systems Group person and an artist. 



P.S. I think it is fair to add that if Steve happens to have 
a flash of creativity in the next few days and thinks 
of some more great ideas for his experimental story 
product ("Best of Stevo") , nearly everyone in this 
group would prefer that he do that product. 



JB/cab 
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Z'iRK 7 I: P D 

0 p ~ - G S I C . " " T I \' G T H : u G H T s 

c c c v vu/i?) 

Several facets o' 7 o r k ' = ro *r? * lr ~ c y ret: 



It jiil be 






^ ~ a ' I * o 4 h :• 7 o r k T - i 1 c n y 

C 4 u I 1 - s i ~ ■■ ) X 7 I P c 3 m e • 



'T 



It will use ro"; for T of s * " t i c s r s r i c ~ . 



Virtually eve - y t ^ i n o ?' 1 s ■ is uc- on t h - - i r • S3 n following paces 

some o' Try r a n b o * t h c u r r 4 o o n 4 ' - various issues involved J 



H o a M : ntrocuc tcr-y ’* c 


When will 


’erk Zero 


Where will 


Cork ' e r o 


h o ; • you 


r c u - r • c 4 e 


Whet will 


4 “ t U . _ + Q 



/ \ 



line, one hew story- oriented will 

it be? 

❖ * -■ * t h - or y of - - - i c j i 1 1 u e us 5 ^ ? 

❖ How nr i 1 1 ~ r - - - i c be us-, d ? 

W ill t h e •• - • o^ “ 0 ^ ~ u . ; - n on? disk (nor e than two 

•disk- s i d - ) ? If so, how cm it be- spl i t ? 



❖ Whet will be the mti-pimey package ele^e 



♦ «r n 



G And* of corn's, no 
P u z 2 i -i s b c ? 



i r - ; ~ r + ~ r 1 1 y * whet will 4 h s r 3 j or 



before reading t ** i ' c n c j ~ n t , r 1 .••• -• * e ref r -:-sh your m^ory of GUE hi' 
by -coking : 1 t h - o'- - ~ - '•;-!* I ' v ■ i n c I u d - c * 

❖ Comprehensive l p - t c - c ~ 4 a G U c history 

❖ Incyclcg o i ' --cbo:’zic? entries frc“ Sorcerer 
Secret ‘sc o' I u e r b o r 

❖ 3 r o uj s i e s from Cork I , II a n d III 
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first interact 
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r , A M E ? 






b < • n 
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for c a o o 1 e 


tryina their 




f i c t i o r . 


St: 3 u 1 d Z o r k Zero be c 
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supplant 


'• 1 

w .*■. 


e ? 
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Sales of .ork 7 b v o b - r r 1 1 p r i r lately (partially at the expense 
o + i o r k T r i 1 c _ y a a 1 - a ) . 

The name H Z o r k "ere ” imp] if : t u t it should b » r 1 ay ed before Z o r k I , 
but most p o t ~ n t i r. 1 I c r < r o p .7 y e r s u .i 11 have al •'eady clayed 
Zork . . 






1 feel very -tror; : y t h ■; t , 1 : < •• Zcrk IT and ’erk III, Zonk Zero should 
require also i j i . 1 y nr know! e d : e o f c t h r Zcrk - in order to clay it, 

* ax a o feel that i * s hou’ d , 1 i k ; lor k . be ~ ? 2 «e which i e very 
accessible - - -? ay * a c t i n t c - - ’• u + u 1 4 i r * - 1 y vary difficult to 

complete.* 






r-*'E 
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TH" T 

Since Z r k Zero is : : r - w - i» 1 4 n u r + * :■ * * t. s o m e t .1 m s before c L 3 G U E > 

the y e ? r when t e e Z o ^ k T r i 1 o c. y takes place. 



* 



/■*\ 



T n e t. os : i r ' - : t : n - ' ^ : - r 7 * n e r -re ’ 7 3 t h - o u q h 7 Q : » the •'eicn 

of wore : ;r. v -; • r 1 ' " - * *■ x a i v • » .-nd c 3 G U 5 ♦ the year the One at 

Jndergrcunc ~r i r e fell. 

We've met Z i * jj : * (the 1 1 n travel nuzzle in Zork III). 

The collapse o *' t n- : - r r i r - coulc b '• J r " ' ' 1 1 c ? -• r ' w + h« reasons * or *he 

collapse h v e " 1 u- y •: a -- ' r 1 * * v r u « s o t h - r o ' lot of r o o m t h e r e 

to dc almost anything. 

Tne story could be sat :r -d 0 r e than one year (this would be one way +c 
break up L h ‘ it " u : * : - 2 ' n a s < •. a r r p = d e d ) . A i i t r 1 e r nulti-year 

Si tern i * i v - would L • - o r o 1 o c u e c - * during Dimwit's * ifre (his death 

scene?) 9 t'- ■ cu Ik of the c erne set in :c 3» and + hen an eni locus set 

in 94 3 (was 4 ', of * white H o u s <=•■ » p e r h a n s ) . 
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A a you k r o <r , 4 *v. r x ' ' : j o r i v: -. icr in the -. q r - n u y o * iuendor : the 

eastlaflps and 4 ** W c s t 1 : r c • . The Z s = + 1 ~ n d r ~ r e prim nr ly underrround, 
the W e s 1 1 5 r, d s primarily above ground. 

Ail three c " ? t r s o~ the Z ork Trilogy were so* in t u e Eastlsnds. fill 
three parts c f t - c Inch : r t a r ^ 1 1 o g y .u ~ r e -at in the Westlands, as is 
at y one ior k . C '<■ i = h • -i. r • - " • ? ' t on t h -• 1 ~ 1 - o c rrovince of finth; ria. ) 



» /*s- 
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x n addition, Z 


C “ k 


Z e r 






a d 


i r t, c t o 


r eque 1 to 


^he- Zc-.k T r 


i 1 0 g y , ~ r. d 


it will almost 


W v 


r t -ini 
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er d 


i - the 


~ r s 1 1 and- 


C Jj S 4 0 f ? 


u h i 4 * house). 



r o r s i 1 too: 
Eastland s . 



e - s o n * , : + ~ o e m s ♦ h ? 4 Z c r k Zero should be set in the 



As far as we- k n o u » t ^ - r r - 7 r t t w 0 provinces in * hr East lands? the 
frigid River V :■ 1 1 0 y » jj h e r 0 • 1 1 t h r a c- Z 0 r k s were set, and t K e Gray 
fountains, u/ u ~ r - no Ir 4 o~antrsy - ~ - ? ~ have ever ventured. 

jne interesting location in 4 n - B r igid < i v e r Valley which has never 
been touched on in or y Zcrk is Z‘ *» m a? i t ' s castle, which is in Aragair, 
later renamed c 1 a th e a d i • 



r \ 



in addition to *> 7 ' r : y ”0 u n t i n = , 4 ^ •* * ar - s *- v e r ? 1 a r ~ ~ s in the 

tastlanus w n i c h haven't b = - .0 "vi* i t - 0 11 : the p 1 ?. t h 9 a d F j o r t , the c r i g i d 
River Dell a ( u h e r e : 4 ' c 7; e i n 4 c the Great $?*h, end the swamps to t h e 

east o f the ~ 1 t h c • t * ou r : ins. * n fact, the p 1 s + he ed Mountains, while 
seen in several Zonks, have never actually been visited . 

An interesting question: h o 1 b i z is 1 u s n d 0 r CEestlands end West lends 
and Gres 4 S 5 5 c 0 ~ l i n - ■: ) ? c ~ _ t H 1 r < s its grotty s T t; II, on the order of 
the British i . 1 s ? 7 . i - * - 1 o e i * *s larger, more along the lines of 

Europe. C s r u c r • * s Z - 7 4 , t c s •: - .1 4 it. 'V of screes w if h me.) The 
sizes of various provi r c * • r •• • : v e r in 4 * Zcrk I" brows ie in scusre 

bxoits; out c f c 0 u - . : “ires t h* p 1 oi is 

a whole lot. 



undefined t h - 4 doesn't 
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Y r y : C H ‘ - 5 c T " ^ 
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I n the Dor k Trilogy, your ch-r'ct- r u a e virtually no b'ckround > but it 
Con b « i n f e r r d J ‘ h - t you l 1 y r^eos treasure hunter or ho cores to loot 
the ruina of t h e G r ~ a t Ur dernrounr ~ m p i r e a r : ends u o becoming the new 
Dungeon s ■ sr, 



‘ ^ 



in t c ' r : .. r J : r " r . * ; - / . y - <j ~ i o r t c j t sc promising novice c nchan t e r , 

rise to - c : ~ ' c * - -• >«. -• r f <; ; i c i n thf land, and ore side ov? r 

the End of Magic. 



In oe/cnb : r < » you're 
stated, in Wi ah or in --ri you 



g n t whose motivations aren't really 



n a :■ i r e n t i c e m a i ] g e r s o n 



In general* in _ n t e r a c + i v - fiction* it works b e - 4 : f your character is 

some sort o •• untrained ncvic- ? r innocent bystander type. It ^elps to 
explain why you kro .. sc 1 i 1 1 1 : nd h-ve k o dc so -’uc h learning and 
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* a re-: a n J iho- ? * r i 1 y / - n t i r e villa c e/entire province ui a s 

wic-C ou t t c r - k •=- r o c " f or ' sr - o * Dimwit's projects. 
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, the son of 



,j r k r 1 o + k ^ - a f .j h o lost his 



if collar red. 



chance to rule the Empire when 

you n i - y i r vc- ■"y intertwined with a n o t h e 



Naturally , . ch?r; c 

is Su e 9 the s t o r y I ins . 
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Z o r k 1 a c v i - * 
Z o r k Z Z I » T n : 
of the wizard) 



c l 1 y pc s * 3 ^ y 1 r ? 
y 6 n d Zork had a 



~ : p e 1 y r series of puzzle?. 7 o k I T , 
+ nin - t o r y lin? , ui i t h the appearances 
'• - t -• o 4 4 h Z u n o e o n *-1 a s t e r , and the g u e s t for the 

Coconut o 4 * u r ' - c r . 1 - •* h *- chapters of the : ncn;n + ?r T r i 1 o q y h 3 d 

iTt o d * ratvly - - v ; d : 'tor 1- ■ < c r M i - 0 r ^ n g e r . Several ncn-Zcrks 

have be n ev :n top? s 4 c r y - r r i : ntsd. 
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My y ut f s e 1 i - ;; : - * h a t Z c r k ' r 0 a houlr b shout as story-oriented as 
the ;nc h a n 4 -r ~ r i 1 o ~ y , T t t ' - *not h to make your coni more real and 
interesting > :: u 1 no 4 so ~ u c h * u r t i 4 rn * k e s the s 4 o r y too comclex to 
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into 1 v-ry quickly, 'he, ro* so r u c h story 3 s + o take away 4 r 0 



the 



puzzit r , . h : cr C • i nc • it's * Z or ) i « ;> h ~ t 9 0 r 1 e will h € looking f or. 
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Since t h ~ history 
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c r ■ v - n t the collapse of t r 9 C- rest Under c round 
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3 0 0 






one possibility is ths 4 your perl 
the Go z , which you know - sou 4 d u s 
youth < t h ' c c u e ) ? You goal tu 0 u 1 

f r o ,r also being the end c f the tu 0 r 1 d . 
like Asimov's "'curd- iior." 



; o 4 t a n t K e i r evitable 4 : 1 1 0 4 
0 r c r h c y you u ■? ? r d in your 
to k e e c * h end cf the empire 
h i - s o u n " e •• 1 i 4 1 1 *- t c c m u c h 
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tit 1 r a i 4 h s *■ n ~ character who's r p 3 1 1 
son: re - son. 



-o' is -or? personal an d loss 
survival of your village, with 
m r - backround color. 



r 1 o ba 1 , 
4 h e 
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v ASIC 




••1 a g i c i .> a n i n c o r t * r * r T 

any a 

the magic take? 






li 



any I a r ,< . c. r k " r ; o I j : : " V - 



m a a ic in 



and is a fun 
it. 5 u t ai hat 



part c f 
form should 



f \ 



The Enchanter Trilogy used 



spell 



books j 



W : - a . 4 . SO 



11 s, 



bad a sampler cyst- - uj h ... 



very codified system 
] - srnin : t h n restin'’ 
you needed to c ^ i n t a 



of n = c : 



involving 
II 



a r r 1 1 ' * etc. Zork 
n e ~ i c ’jusod at an 



object r - th -n ? * y t h « r e 1 1 r .. m . - -yond Zcrk u ? - an even simpler, 

k d G - i s h s y s t e ft, c * ~ . c i r , h o r t -cro] !' - n d j s n d s have a single magical 

use , anc they • r - use si by "imply r e - i i n ; * u > scroll or pointing the 

0) a n d • I n f o F r. t ?. s i e s H • v i c h ■- o of- r r -r d o rr pits of magic, such as 

tne invisiolity to 4 ion ir Zork III, ire various notions in Sorcerer, 
the Wisn bring e r wishes, ate. 



Since your character probably isn't coin- 



/-* 4 - 



be a r 5 ^b«r o * the 



j - i r z 4 u a L n c h 5 n t - r Trilogy scheme of manic seems 



uil 

: j t . I think t h e Z c r k II y a nd is j us* about the r i g h t 



Enchanter's 
to d s right 

level of msgicol poujer cl us simplicity of use . (Perhaps ^ 5 gic wands 
have certain 11 r. i t * t i o r •= - - * h -- ■■ i 7 a r d of r roboz? 's uf a r d only casts 

spe*ls beginning jilt t ; o 4 r « r wards m i 7 h 4 work only or animals, 

or only in t h 0 :: r k , cr c r. 1 y ' 0 r --r'e-syllefl^-spells...) 



Other rando n m : v 1 c - : i 

certainly 'ur 
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* 1 y i n o carrets, are 
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- h - w H I T = H C U $ * 

5 me e Zork Z ,? r a - : ~ o -■ *. to : n - " ■ • <-■ : 4 cf W.hi + e House?” it behooves 

us to ask 0) 3 + * • hous e is and where did it come from. Here 's 

3 n 1 G C S • 



f \ 



lx * s k n c -jj r t n ■ t Z : ~ ~ * n o v * n •- e c ;• r i t - 1 o f t h =^oi r e * r on E ere th * 

in the w • , 1 1 s n : .. * 4 o : 1 a 4 u i r » in *; h e Z a e t 1 ?nds, T h e Zcrk 1 1 broufsie 

refers to 4 ^ s r - • - i 4 ■ 1 o * * u - rici d ";v-r Valley rrovirce as A r 3 0 a 1 n . 

■ _ L . ■*.t: t.h~ t •'* r r . • m it ' r. ed ^Isthsc di» (a la St. r etereberc 

being ^ e a m e c Leningrad). 






x n an y case* n - ; t h : r FI - 1 h e 3 d i a r o r 'r^ain is ever visit * d in 3 n y 
I n f 0 “ a n t ;. sy . w - ' v e ■. - n to E r th-non's castle (in : nch*r + er) and to 
(inct'v ' v 4 o') r . u r c - ~ 4 u r x ' c * •• tie ( . n Sorcerer). - u 4 ie've never 

Ocsn to j iOiit castle - - ?r : knowing Dimwit * it rust be one heck of 
a castle! 



"er e ' s rn y i . ~ h - > h i t ■ h 0 u • e 15 ! i m w i t ' 5 castle* ru + under some 
kind 0 f enchants curse * s part cf fall 0 f the Empire, or as 3 

protective disguise until « o T e f u 4 u r ^ dev when the Flathead dynasty 
might rise again . 



Naturally > the e x i- c t r arsons pool d 0 s card on whatever stony line we 
end up .choosing. 
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• : i c • - 



- + 
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r e r y . --re’ t .. * 1 I !* - ~ ir - : to o k = this oossibl®. M o w 
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It cl r. o t s o . - Gru' : - / - ^ ‘ ‘ 4 u ■ re a; i 1 I be 3 stunningly gorgeous 

b r .. . ' - * . : ~ 1 ' ' 1 „ cr - - r . u t - t c : r -i' e do t> i f h o u r s that's s o me he uj 

I i fferent? 
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puz.iv. . I n o 4 - • r *" r r a J hie : v - r t u r •- - . t hi s h ? c usually bean dons by 
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c r , 
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1 c c k p J 2 




in S t ~ r c r o s s 


• 













better use w c u i 
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to s c fTt e one , a n y ou 
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e a s 
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- 1 
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U i Z i 



e a rich is corclefely 
g* scr i b e d in words • 

4 o ^ c ~ c r i ~ 9 something 
y r 1 ) 9 d C J M M P a p - N c I _ ! ) 
e yet. Drawback: where 

i c n s w hos e or* chics 3 r e 



If g r a p r i c s t u s t b 
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equivalent u : • ; 
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s n re w a 

■ (T.l f ~ 
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rd 
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e iy 
or 









1 u s t r 
v i n c 



at® a 
a put 



c c ^ n a , I think that 
zIp* no 4 rarely as the 



Humor should 


be used Ir 


and coin a n o 


stamp f r c n 


out w i r h t h 


humor i r, t s c 


other g r a p h i 


c adventures 


A discussion 


at ime's 1 u 



• n y c r r p h j c s . 

4 he original t^intr 
- . Humorous grannies a r 



on ex ~ !T> 

3 1 ’*> 4 



, 4 u e old so r k n j d b i 1 1 

cork: better i 1 lustrations 
almost non-existent in 



shoulo ii/1 is t i. c 1 y :• t s n t h ... - e =hf a d d to i * s m o o d . -or example: 

ro tos 4 o r T iianic » 

I * M M A ' ** * * * * * ’* 1 * 

Jgjdiitfse' 



fen I o r < 



I i r c c 


r a w i nc s 
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o r 




r 7 o c k • 


t y 1 e w 


o o d b 1 c c 


k 


pr 


f « 


for S h 


t inct i 


v e 3 n d 


r~ 1 




- y ♦ 


What st 


ere? F 


OL has 


s t 




0 S "t © 


d f a n t a 



c o n i c r o c k artist Phil Foclio • 












As 



i i t h E^iy 



0 r k 



r -4 rr 1 -- 



its p U Z _ 1 s . 






s t - n y 



: ■ l : ' 



• , 



• k Zero yii I ! live or die on 



■ y — 

I a i k e c 
dragon/ 



f a v o r i + 5 



Z o r k r u z 7 1 e was the 
flouring 
itCier p j z z 1 



os 



nn 



i n e . ~ t h e r puzzle? t h a + 



'ct: 



out h c u. t h . t k r - 7 or k T I spheres iu o r k e d , the 
« - - - - o--/”'rbl' n?z - « -no the sold machine 



11 -time 

w A ~ , ) <J A A A - , V > C it O • ( w ^ \ W * = r 

line trsv;l u; I . ' o " .•• c u . - . w ' A " didn't like *oc T uch mere the 

pa nk C t oo - r ; ) , * h - x o r c i - T o * the- ■ : a r e ? o * M ede? C t oo obscure), srd 

the mirror t c x . n d dunc»cn u z z 1 * c ' t the end of Zork III C t c c dull), 
•y .t f vc> it puzzle would be * toss-up between the Loud 

Room (prior to the , d d t i o n c t e 1 o < i c = 1 '■ solution) end t he Cdd ly- 



Angled 



Rooms 



(too 



- - r ' f 1 c o b ? z u r e » - nz o u * - o x - r ; ■ 1 3 c e as well). 



A A 



I said earlier, 



think 



very difficult * c co T olcte 



p c r h ‘'pro should k e v*ry accessible but 
T hi : - - c i c r 1 1 y means some very easy r.uzzle 



moderately “oucb nuzzle? in the middle, and 
Zonk I , uj^ich most closely fi + s 
the bill o f an - c c a s : b 1 e Put difficult t o complete game, has a number 
o f p ret t y e . s y r u - 1 r p * r t n » b e a i n n i n ■” : opening the a« i n d o u/ , binding 

the trap door , kil 1 1 n t h ? troll, us in c the none at the Dome Room. 



toward the beginning, so 
a o m « re a 1 b 1 1 - !: u a t • r c n : : r t k e end, 

f 81 



t a r a y 



,sy 



u z z a e s 



i v e 



h a.n -! 



ir 



the n c d iut n d t c b u i 3 p-u 



pte so"- breathing space to get used 
ru";’ -solvir- expedience and cc? + idence 






In additic 
should b 






* o r "IX o 

c o o d m, i x o 



r j - ; . * - i i f 1 1 r u 1 1 i e s , I also f e e 1 that there 
: l ; 1 -• type;,. a c m a object -manipulation pu 2 ?l?s 



(liKS g « 1 tine hr - k-y ir !crk T I usin-. +>..■- mat =nd lett e- ooener ) , 
some use-o 4 
logic puz z 

6 - g 1 o o p serving in ? e y o n d 

type puzzies ( _ a k e > - ^ > -■»-<. * — . * . • . • - ■ ■ — - ■ ^ » 

t i g u r « - o u t - a ^ s t - a - c k r r c t - >x •; r t r pu z 2 1 e s • (like several in Zork TIT), 
som« -or d pur r 1 - s , ( c u c w as riddles), ? t c . 



- ■ * - - p i c " u z z 1 t r (floating t h c - m ? r. h i r in 7 ork T I ) , some cure 
' - ( ’ ; u i n - t r. t i-cloor vial * n c : - a 1 o o d vial to get 

“ o r k ) , som a figure-out-mbst-the-object-is 
r : 1 - cl p 1 - ? t i c b e i n " a r”f + in Zork T ) , some 



o o rr. e puzzles i 
Rco t< ) , „ r j ; q m h c u : d 



- u 1 d k -• conceptually - i *r Is 5 " d st and-alone ( t K e Loud 



c 0 m ;; 1 v ~ 2 ^ : 0 ~ i * - S r -f C -? V S r 3 1 Other C U 7 2 1 ?? 



(the 1 o ■; 1 ‘ir-:). I f c - 1 that a w .re : k ould be many nuzzles with multiple 

solutions, sc~ - thin- * ' v • -rioted c - y ^ r cm . = i r a a 1 y , I think there 
should b a p u z ’ a j; u c n p - r, ' n » c a r- - a r y -to completing the game, but 
me rely make lit > easier c r n c r e interesting (saying DO Y$$ ?U$ instead 



of feed!” j the- c v c 1 



A U 



u s 



'f + ‘i r : a new exit f r o m the dungeon, or 



figuring 



h o -X t h * mirror r 0 « rr. e ‘JJ ork). 
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- a ' < ; g ■ ” L ' v c T $ 

Wnen the thre 1 Z o r k s. - - - or-' i n - 1 1 y r e 1 e a s e d » more no package 

elements other than : ~ t r i •? h t n ? n u c 1 . D = c k ~ ~ e el scents mere added 
a couple o “ y ■- - .. - c •; • • n / 1 ’ our r “ c k ' : ' a re rede 5 i : red* Here's 
t " c k - e 1 o t _ for " m - • •- - t in t r •• T c'k universe : 



a list o 4 



ZQRK. x : TH 1 G ' 



K 1 T U ft t E 9 G F C. U J 0 ENTIRE 



"The s r * 3 t Ur c . nr ound 

Cano I i s e r ■ - 1 y d c r ? b y 



ir e : story, 1 ' and an a n c i e n 4 

. / ' T ~ - of t h e F r 1 ~ i o 'ivor Valley 



/-■ 



Q 



1 l • 



THE W I Z A R 



' r . J / i 



ii r 



. u. 



on -me 



K rr i d : u G " y . M a travel brochure 



for 



-■ o z - a r 1 - n c , : r d *: f r a v s 1 b -ochu ro for G r o y « 1 o p -- « , 

Z u R K III: THE DUNGEON RASTER 



r ^ 



The- "rose : Co ~ n f a r n - tior-: 1 Annual ^eocr t for 77? G U E » 
© left » r • <*0 •* John • r : t ^ e ad 1 X ~o all shareholders, 

i n d a c r * ' i - ' t . / or 1 s K = r = s o * c r oboe rCt stock. 



ZuRK TRILOGY 



~ h trilogy c a c k a .. includes -?ny of t h e o ~ ck ag e elements 
">o "i 1 h e t.h r .> ; r c 1 v i : j - 1 " ~ a , plus ~ or? ** or kT id coin 

dated b - 9 GUT end picturing ? e 1 oj i t the c 1 ? t . 



E N C H A ft T £ 



* M 



f c , “ “ n d * h ;• a relent 



"A ri'-f History 
a u furs y cu” d a 4 - a t o * + h e Warlock ’Krill. 



scroll ah i c h 



SGkCE-: k 






An is ?. u e cf M - o c u 1 r. r t : n c ” a’ i t w ? cover story about 

Tel Per. , arc = ’’Field uice to the Creatures of c r o b oz z " 
infotater. 






i J •. L ■_ ■. ~ w A r 



T n e r a 1 T 9 i h r on of 4 ^ * r r o b o z ? M a r 1 c M a o i c c ouipment 



Company catalog, a 
Enchant e r pin. 



? c k - 4 of six f r c h 5 -t t p r c - r d s , and an 



✓“V 



W I S h U " I : < C • 



l! The L ■ - n c c f W ishDrinp?r,” a rioui-in-th e-dark stone, 

a postal zone m s. c of F-st-ron, and ■? latter from The Evil 
Toe to the old re -an * t toe - a ~ 1 c shop, complete mi t h 
envelope and platypus stamp. 



YLNE ZGRK 



H T h ■ Lor ' arc l - - - ~ d f o t C u&ndor or d ? -non of the 
southlands of Cuender. 



Sine? x - no Ion -* r (for the r o e .t u - r t ) copy - protect cur disks, 







it 's v e r y in 
— ^ elements. T h 
as opposed t 
yjorK begins. 



portent 
is u s u a 
c s o m e t 



tc 



11 y 
h in 



i n co^n': 4 - ?r ti-?ir.scyHood into t h a package 
c r ' • •• t u h ' n it's planned tr om the beginning* 

- kludgy -rich gets ♦ h r o a» n in when packaging 
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MI SC SLLANFOUS 

Cue to the • c : : * i o r ? f •.rrrhic'j * n - ' z - res? ihil i^y that sop® 

version C : u c h - t h .. * - r ] It), m i. " h * not * i t on a single disk. If 

t h l - h s : . r .. :■ . *. 4 .. : u ’ ■ * - v o ! v - ~ c ~ ' 4 h ;. n ~ u; e ' v e never don-- bef or? j 

nanely ~ i i - „ : r . e r i s k - s u - - - i n ; . \ • t u r ~ 1 1 y , this is unt aste f ul and 

should be kept to a sinirrup. 

other -overture gar-? h s-v c handled this by divi dine the came into 
gcOgraph; o : 1 r o c u ’ - u : : * - ” c u :■ k r o ; n t : " bf-ti^en ? r-ch module • Another 

Misyi as I ~ • rtior.r 1 i * r , ».■ o u I d be to divide the os^e into 
•nodules 1 i ? e u. i s c a ' c p posed to uecarerhyuiis?. 



/~v 



The title will definitely be Zonk 7 e <" o (although I oue e s that the 
issue c f :l 1 ,-ro" vr r;us " C ” i « still up in the ~ i *" ) . H o u? e v a r , perhaps 
t n e r - s h o u 1 f ;> : 7 t j r 1 1 + 1 * ~ :: * h ■ 5 otier ’ork? c id. C T h e treat U r d e r • 
u r o u n d .1 m p i r a , . T h e i 7 = r d o - robo:?.. .): 



r^ 



t n k ~ n r • 
L J i .. L • 



ire 



7 OK 






The n c o * the p 
T h e Death o * D i a u i t 
T i-o D c gp 1 - n t s and a Duck 
K Z ' n t "he -T'pire Strikes * ack . 
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of c 
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the non 


^ 4 3 


r 5 


+ - + 
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£ y 
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c: 
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'■ D ' r conventions. 



Another issue is h o u; -uc u of 1 r ; a n ' s 



y o< 



Z o r k features to use. I'm 



very set c - .in:! t h •; fell o >jj i r : ' ? * u r : numer i cal cher~cte r istics 

(strength, co’:',; :.:7, - 4 r . ) » ~ t h o d i c 1 1 Tons t •■• - r -tt"cks Cere or tu»o 

monster a t * a c k s a- o u 1 d r. c k ;• y ) > "?rr s oh y that c h -ages from session 
to session j and cc ; • c t ’ :c* t ion* t h 1 change f r o r session to session. 



As tar as the other f e t u •'* >'• s £ o r, - • c r e 7- n m i n i - t r p « L^DK/INV-NTObY box* 
p r o g r a c m a b 1 •- f u r, c f : c r ■< y • ) > I ~on 't c o r = i f • r t h - m very u>or t hu>h ile 9 
out I don't rind leaving t h in i ^ 

tney don't take too T.uc h s r a c e . . . 



• 1 z+ of city • r s like the'” and 
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the lan 




0 n 
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ivi 1 i 


( n i s 1 0 n i 3 n -c r ’ 


e that 


■» ^ 
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tnese warring 4 - 


i fc e s to 




r m 


the K 


numbering y c r 3 


in the 








dates before his 


r ? i q n 


are 




noted 



* - r r> shore, o 4 t. h® 0 r» at Sea mere w i 1 d 
i. ** ' r H n o m ~ d s a r d margin-; tribes. One d a y 
3 : t ■ afternoon), Bntharion t n e Wise united 
■. o n o r c * 2 u n d o r . [The system of 



91 r r ?i 



for C e t o r •? Fn th sr ion • 9 



:ntharior, 



-jilt L a r o r t u C 3 3 1 1 e o n a r i :y 



- 1 -N 4 > 



3 d cl? i r between Lonely 



fountain (to the- me:’}) the Greet S ? - (to the test), the ancient city of 

r n c i 0 n + city of Ygreilor C 1 0 the 



+■ U 



r 



Golepath C to t h ■- north) « a no t h > 
south), /.nil? ■ ■ c ? * , 0 - n c ... 

crumble a to dust, Cacti - L ~ r ; 0 r --- 1 h still 






1 1 : - : o f C u e n d 0 r have long since 



s 4 ? n d s 



^ jz, r* 



iT! a 3 1 C • 



Lar gen 



h was 



h ® 1 c c * 1 0 n 



0 * most 



the 



h a r s protected by 
tier in ~ N CHANTER . 3 



Entharion rui- ~ . u ? d c ^ tn 4 i 



t o 



r u - e 



descendants continue 
through the r . ; g r 0 4 2 i 1 b o III. in 619 

3 mnrla« tl u-si 7 sH K-rnr- 



hi® He r t H , 42 years Inter, but his 
* r* 0 ^ L r - o r . t r C c ; 1 1 ? . This dynasty lasted 



GU 



0 5 9 , 'uendo r was still 



modes tly-si 2 ■- d K i n c c o " » ? n c 0 ^ : . ■ ‘ 3 3 1 n :: ? e v ~ r - a n d - a - h a 1 f provinces , its 

economy agrarian, its r s i n roduct * re:-- nd mosquito netting. 



un the last cay 






6 5 9 . 



un c a n 4 h r ?■ v - ! 1 3 .: ! . c e d I i 1 ho . Historians disagree 



on tre events 0 4 that c : y : 
die from too o u c r N ■ u Y ■: - r 
a a r e s 3 iv e ten? r c i e 3 3 c ? - 



4 ■ 0 ? 1 c e r v 0 1 1 , or did Z i 1 b 0 simply 
; .. v c r c veiling? ^unc anthrax's cruel and 

® fi - J h i ~ t h • r i c h r e M 7 K e Bellicose Kino.” 




u n c c n ter x : n 4 r ■■ ■ 3 



, u s n H 0 m * e T: i ' j. * - y Ccosbility 's enormously? and 



began a Systematic c c n c u = t 



years , 



uncanthrex 



u 1 ? 



(on the cast) 4 o the < c v - 3 1 i 



y cap 

the ■- grrogn d i r o i r r d oms . i t h i r, three 
: ■ r i r t h •. t a tretched from Great Sea 

Desert (or the west). 
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In 



77? 



t h 



Q r £ ~ f 



was renamed the “ 1 a t h- ~ d Ocean by Lord Dimwit 
A i thou ch known : y t o t h ran-'- - ’ c : y , i t is generally c a 1 le 
Sea by w e s 1 1 r r ~ r s • n r u - 1 ? t h a d "c« * r by E est landers. 



- 1 ?t he d the Excessive. 

t 1 w r- a 1 1 a rj + h a G P e S t 



Anther * a 






large 



lend i r the center 



t h e 



Gres 



S e , fint h =• r i a 



i ns t u r r . 1 1 y k r n the "’ {, l=nc Province.” It's capital, 



Anther, 

cutting 






hem 



■ U 1 



o the 
A n t h a r i 



o u t h ? r n side o * the island, and is 
r r - s :: acted c h i o b u i 1 ding and m ? r h 1 e 



On the n crth si f? of t h = 
site of the Granola "cots 
the center of the island. 



si 
o f 
On 



n d 

c i - 

the 



are 

* 



ha granola mines, 



a r g e 



lake fills 



eastern shore 



this 



a k t- lies 



lake i 
place 



h e 



own o 



* ~ ■ t s t •? r o r [where I i s h fc r i n o e r took 



The 



East lands 






r " 



Originally pc pul a t e c by el v s » trolls, and other magical beings, 
tne a = 1 1 •: n ; •_ <- - i r • f s - t * 1 e o gy 0 j e n d o r i a ns in 6 f 0 ' s . M os t of 

tne habit a ble ** ' o i o r : o 4 the E • s 1 1 a n is - ? underground , thus t h e 



r e n a rr i 



j 



o f 



uendor s s 



e 



- - -• ■* Und-r-»-ound Empire by Dim w i + 



r i a t h e s u in 7 71 1 U 1 . After the foil of the G U E in E 3 ? , the 
iastlsnas w-. " . s a c k s d by b a *“ b s r. i o r s art largely depopulated. 



The - r i ; i d : * v ? ** V a U : y 



* 

s 







♦ z*\ 



?*< 



x-s 



ry 



The f = vori • u province cf D i - w i t c l T; + h?'d» H e ncved the 
c a pit;.;] c * ‘u-ntcr 4 : r " ;*r$. + h to Areoain, the capital 

of t h ' province , i *-■ 7 71. A y? :< r 1 ,"te r i he renamed 
A r again to Flathead is. 

It ui ~ e here, in the underground caverns, that Dimwit 
constructed hie ron at r ousl y excessive rroj»c + s J the Royal 
-loo'" Control ~ * 3 * a hollo wed-out volcano, the 

enormous .-snol a smr 1 t e rs o 4 r ] u r g a t . His r os t excessive 
project w c - r r o o ~ : 1 y t h ••• nine-fc-loit-hioh statue o f himself 
that was responsible for the defoliation of the c u b 1 i o 
Valley* 

The F r i a i d Fiver itself f 2 c uj s cut of the = 1 at he ad 
Mount sirs, f o r «r i r b u e u n d?i*:ro U nd r <r- ? or voir behind 

' ioc: Control " m ‘ ; . : low * - <•- dan, the river f 1 o uj s out 

o f i. s : v •• r n - . - a r c i T 1 o over orea+h 4 eking Ar again Falls. 

S j u t r c 4 t h • fa 1 ]:, t h - - r i . i d P: v« r curves wes twsrd and 
empties into the Flathead 'c c 5 n . 

'he G ray Mountains 



Tne* r c-r t hrnnort provirc- on either side of the ocean, 
t ~ G r y o l '■tc ins - r - nicknamed t hr ” “ ir e and Ic o 
Provir T h surf c e : s s n o bound oil y e r r round , 

while the caverns below are keep t o a s t y warm by a 
network of ctivs hot springs. 

T o d : y , the Grey fountains are or ir ari ly a tourist spot 
for ui ir t er worts. T h ri^-^y ski inn s s 4 a b 1 i shment is 

called Grsysloc? c . 
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F r a b o 2 2 
r r o b o z z 
Froo ca 
F r o u o z z 
Frobozz 
F ro:o.: 



' s c i c r o r r Co" ' ny ( S : ■ j r - , < - r r i c k ? ; «? ) 

' ac.c ~ r ? v ' ' " c y (Fork * T ) 

’ru 4 .F 'xtr^c’or r o ~ c r n y (Wishbrj 
•' * : i C T - ■ ~ - ■ r ' o (T -r- :ry ( 7 c - k III c 3Ck: "o) 

: i c Ur 1 - - ■ t I - ' ' : 1 :< ; c f4 ’ • C o ~ r ny ( l-. ; i s h b r i n o e r ) 

' i 5 g ic V - u 1 1 C c m p ■ n y (Fork II) 
v a g ic wi n c i e s Ltd. C J $ycnd 7 c r k ) 
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r"*v 
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mcyclt 3 F n : a r ''.r":i r i 









i. A n y o ' t r m'ct r ~ ~ i r ■■- - - 

Tne spot mb;' 44 e e n t ry sboulc be i e blank* as though the +ext 
u»er« .t i c i c a 1 1 y ■ x c i or 4 r - n s o r t e d *o : ore other loca^ ' on. 

[cntbci r ion] 

in thar ion the Wise unit?-: - • - y „ . r - i -• * r i be? 4 o form t h° kingdom of 
, u e n c o r . r u 1 - b f r c L ? r - o n • + n C a s f 1 a > n « : r the ancient cities of 
G a 1 e p a t h an: m ‘ r d i 1 o r, . " u r current calender c? + e; from the 4 irs t yea 

of n i s reign. 



-unctnrrax: 



U U 



;i n t h r i x w - s Kir - of t u e n dor f rc - 5 9 GU F through 6 8 8 GUP. Known a 



t n e " c 1 i i c c n : * •' h - ■= x - n d ~~ d Guen dor's domain, :vsn conoue ring lands 



across t h e G r : t Sen C 4 bus forcing 



h tj f V* i cd 



:r?" + -'reat-: r 5 ndson» Dimwit 



.athfc£d» r . r - : the r - r - * Unde r ground 'mire) . Duncarthrax u?as q u i 4 e 

ecc - r. triC) , r d Kit c ~ 1 1 * » “ : r e t h * m? ? reputed to be located, in the frost 
dangerous *n: deadly territory ir the known lends. 

C D imw i t c iatheadl 

.ore w i r <x i 4 r : : * • - * u - - ■ xc? » descendant o f King Duncanthr ax * ruled 

the Gr e s t U n c : r : ~ o u n : ' ~ - i r 4 - e ”■ 7 7 : ' U = until GUP. 4 i ; accomplishments* 

ac hi e v c c o y c v r 4 - x : r : K k i n r c c rr« « i n c 1 ud ~ - 1 o o d Control Gan # 3 and the 



R o y - 1 ‘'us v u 



“ x “ r - - -■ 1 y v- in, v - r * n ? ~ - d t h -? G *' e 1 3 s 3 the c 1 a t h e a d C c ean * 
a n d pr * f r r r c t o r - n i •_ 1 1 m * i n t h : s t r e r, : a lends that 1 ay across it. 



T h e- h i z a r u of ~ r c z o ? : i ~ s once -mbs- of the i r 4 1 u s n 4 i ~ 1 A c c a r d i chapter 
o f the .fro h r r ' = G u i 1 d . h : j ~ z - v i 1 e d by r i r u i 4 r lsth$ad after 



O C SK 



icenti-iy turnip -1 r the . c '* castle in 



mountain o 4 * u d g e . 



l - 1 o o u 1 o n trc. 
■"*000 Control 
Frigid River. 



N U 



r? ^ -o 






re: 4 r n :: i . ?r j p: 4 e ~ t , is the source of the 



Z R 0 y s i " U 5 9 U T J 

Tne article- c -■ ■ _ c r i : > •* h € e x h i b i + s o 4 * he Royal Museum’* which included 
tne crown jewels r r q a = . ^ n 4 u 4 o ~ e L marble mate. 



CLargoneth C _ 4 ' e 3 

L a r u o n e t n i * £ th c * * 1 •? of Cnthorio n 4 h e W i s e . 



ZoS.cp^t- or M sreilorC 
A short a r t i c 1 e calls i 



n ancient c i 4 y 



u #» n M o r . 



L^uendor j 
The entry say 



s "See 






t UN? ! R G R C U r P I “ r . ** 



/ N 






[The Great Underground r Tf: ’ rs] 

~ o r m c r 1 y k n o i r - s * cursor* ' u - r ^ r ; - ynder^rcund Empire r ?eched its height 

under K ir g ? u r c e n t h r " x , t - r d e c 1 i r i n q under 4 h excessive rule of Dimwit 

1 a t h e a c $ ?nc • ir . ' 1 y 4 1 i n : : G U - . Tb- are- is. now called the Lard o * 

r r obozz t after its largest 



C G r * a t i a a 1 
T na entry s y s 

C A c c a r c i - 4 y - 7 h e 
The tiniest of 
i n the ^ : n d c f 



“See r L f T 

— 5 a c j 
article - 
Cr cbozz. 



C r A N . ” 



T G •'tiers 4 u 3 



Accardi-By-The-Sea. is a village 



a ^ 






L iM izn 
^lzriic j. s a province 

C r r i g i d R i v o r I 

The r rigid " i v e r > t h 

from Flood Control C 



r t h e s out Elands . mostly jungle. 

t U^d-r : round F m p i r e » runs 



r i •" h 1 1 9 s t in 



t o 






C Ar a ga in Fails! 

Accorcin: to this -rticl? , ' •“ - o •. a. n - ! 1 - i - + h nos t breathtaking and 
a* esc sis - .. t r f - 1 1 in t •“ o k n o w n 1 - n d * . T t 1 i - - ? t tha end of the Frigid 
R i v e r , a r i :: f vori t - - o " • y - ? o n -pot durin o *he 9th and 9th centuries • 



CAmathradonisl 
Amathradonis u a s 
ti 5 n y c _ n tur 1 ■ . . 

9 o Z GUI. 






r.bls o i rn* m h o + e r r o r i ? *?• d Acc-rdi-?y-*The- c e3 f c 1 
4 i n * 1 ’ y v~rou': K ^d h y F o 1 b o ’ 4 he NS-cronancer in 















ZiNiymphsj 

h y ?, p o j r f ‘ - ' y , ’ - ■ i 1 • r ' h y - r ^ k no n 4 o r t h e i r exuberance, 

f onaress 4 c r ^ c 4 i c “ I j c k •- , : n c willingness t c per *or m small t?sks. 

T ne leading * s^-pcr ary nyiroh services agency is the venerable firm 
■ < j o p r — . — r i a • 

C Z erk j 

Zorx is : classic * c 1 . (■ myth * :• o u t a t r <? a s u ^ ? - hu n t i ng adventurer who 

Decame a master c * magic. r> h * * c ~ a n into nov-ls* theatricals* 

giant ill 3 u r ■: , . • ' ~ ‘ v - r y i a g i r ; h 1 •>' ~ - d i u n . 

C u u r t h or - ‘ i t h i c u s G 

Tne encyclopedia^ d ~ c c r : • . i ♦ a s or- of the south lands* known for its 

fine artisans* and a popular vacation spot. 



ZAnthariaj 

Antharia ar island i r 4 h? 
to its rich • - r: 1 - ~ u : r r : * s . 



‘ pt u 



a t e'e - n * is very p r o s c e r o u a t h a r k s 



CInfocom or - i fc b s b o z .a a or *‘a gic 1 and or S o f t s c e 1 1 " 

A leading actur-r c 4 •* - a : o scrolls and notions. 






n 



CKovalli Desert: 

Tne •< o v a 1 1 i • • - r t 1 i :• * a a y o r t fc- "■•ourtsins t *- -> 4 formed 4 he western 
sound ary o* • r c;*r + u n c c r . I 4 as ar uncross able wasteland* believed 
to stretch t o the e d c e o * 4 h e w o r 1 d . 



ZL one 1 y fount a a ' 
Lonely ’oun t sin : a 



t o -i? e i r c ~ . a < 4 o the west of Lar toneth Castle 



Z K r i 1 1 1 

A long „ r t i c I - : ] 1 s t h 4 v - '■* a 1 1 w? * e powerful warlock who plotted to 

o v ■: r t h r o w 4 h . Circla c * : '-chM 4 - r - n c ~ n s l ~ v e this corner of the kingdom 
ne slrao.st a v e d " : a a c l. cut u - s venau ished by s your.. Enchanter. 



•w j e r v t n 1 5 j 

The article points o u 4 
of trade 3 u i 



* u c 4 ♦ h e Servarf- Guild i a ro* *hs most respected 






[jaDbe r TunpcrG 

It i c o r r l ■ n c c : - - 1 i 4 i c 4 o r ~ ^ ^ ioubh '^auccii oor ular in taverns, 

and frequently r 1 a y e d s + *<ss. 






C 0 o u a 1 e Fannuccil 

A co~. h l x , ~ h .v r. - i n •: ~ - n ' ■ v - : i c n o f Gr b A r r T u^c »r ♦ 'nd probably t h 9 irost 

popular gam- in u/ 0 r 1 d . 



r^ 



C S o r p h a . A 

T n e capital ~ r d fc i . e 3 * city i 
scroll and i n f 0 1 t a r i n d u 5 1 r i e 
tne Flathead c a a r . 



r 0 b c 7 7 , and the center of t u e s d e 1 1 
~ - • cr* of ~ "n r ' h a <? in t h e w u;ies + c n 



[lessen . : r : . 

The Messengers Guild 






~ O 



old -at tuilds, and its members are 



increeibly ‘edicatf : . ’ T u ~ 1 - rotto i •. ■ e v « n really bad r ^ecioi tati on 

o r v 6 r > r - r I y « •; _ h 4 * - : 1 « 1 1 r - v n t u ? from comply fine our route." 



^Temporal T r ? v e - 1 1 

7 « m p 0 r “ 1 travel ♦.-chnolocy , though ir existence for many centuries, is 
still cor- i a r e c to t ? x ; -• r : n t % 1 by t h ~ - o i c industry. Several 

government sc-nci-s -r- currently 1 ookini i n * 0 its oot ent is 1 Ion-*- term 
effects. 

Cine banter's Guild!) 

1 h <=• _ n c "1 - 0 t r ' - G u i 1 d r ~ r d 1 1 •> . t 3 roots to t r 9 i 0 r o f : nt^s-ior, ever 
j 0 0 y e r c ■_ c • ! t . r *• r? -rp usually located in small villages* since the 



D u s 1 1 e 0 city 1 5 . f e intcrf&r^s ait h or 



~ r> r* 2 n + 



n t r r ' s ai c - k ( " r x c u ? • me, I 



loCKe u my k ys i r - y house. C 0 u 1 c you d 1 p • c c r ez r ov my door?"). T he tost 

hem- of the Circle of Enchan+ers. 



influential c h : 



l j n 0 m e s j 






T 'l C h s o t e 



Gnomes <?r t r c s r ; short, < u rr y o 0 0 1 e knoxn for their .-reed a r <j business 

acumen. T y ” c < a • n - m : - " o y . 0 - 3 toll and f ? - collectors, bank tellers, 
ticket sell; r , , - r d ' r ^ - i d ? n t : o f small so f tuisre f 3 rms • 



CTrolisG 

1 rox i j sr t 



a race 0 



4 rcciou: , ~ m i -‘1 n t •• Hi ? e n t crertures. They are often 



employ ~ 0 a 3 s -• c u r 1 1 y 



C U -• r 



b o u n c e r £ . 



CChevauxG 

The 1 eadino supplier of design -r s o e ! 1 bocks 



L Uf 



kan or r a r b e i 



Tne head of ore c) r of t Enchanters Guild. 

CThrif f G 

A village in the nort u1 sncs. 






[Sorcerer! 

According to t hi : - r t j r 1 , t n - . - - tiro meanings for Sorcerer. T n general, 

it refers tc " ; - c r - - 1 1 T: ~,c-u er. '-'ore s r : e c 3 f i c - 1 1 y , the term is used 

by 1 1* _ n c h r t •: r z !- u : - * 0 : n n 0 t - - sen or m - r b e r 0 f the Circle. 



l k 3 2 0 r Gorge j 

j£ famous chasm n •« r ' c c r ~ i - 



y 



_T h 



e-bes 



Zoui Tech] 

i.ne most p r * - + i *- i o u s 



'• n ■ " ■’ n r- t r i n c school in the 1 ~ n d . 






CFlathead Ccesn! 

T h a ' 1 _■ t r s : ; . c ' r , c 1 1 . fH - r -■ * 3 - fc y the nncients,. has 5 vc^y 

jnusud ■* r - • o r :• - - : * : u/sst-rn.s^or" b * 3 k s i n t r * sunlight iu h i 1 e its 



